GAME OF THE YEAR AWARDS - WE PICK THE BEST ae 
 PEIMAGC 1 ONLING | WWMETOMIANSCOR 9 AP Xs | 
COMPUTER Diablo MAX: | 
m PREVIEWS ) 
Grand|Prixegends | 
ahigeSeu is luvs ie ——_— % 


% 


Yeh (0) \\ ey WDA Sg CU eS SMI ) Spey e xs 


Lie veresriten cna se 


ie 
ta 


‘Aa 
i 


ce More fo Control. 
i More to Command. 
More fo Conquer, = 


i 
Aah 
‘i 


— -— . ee ee 


Te Wits UC 25.05 


BIST. 
A 


64 controllable starships and structures PX network Support for up to 4 players- Build alliances with alien races 
battle alone of as a team and learn their technologies 


oat 


Internet opfimized mode allows Huge non-linear campaign pits you. Group multiple ship info squadrons 
of faster on-line play : against 20 enemy bosses for fast deployment. 


‘the 


Four faces are at violent odds for control of the Zeta galaxy! It will fake all your strategic genius fo harvest resources, learn new fechnologies and 
build the superior space armada. But looming over all of you is the ultimate threat! An evil race more powerful than you and your combined enemies! 


Star Command: Revolution. More to control. More to command. More to conquer. 


Download the demo at http://www.gtinteractive.com/star 


DOS/PC _ 


©1997 Metropolis Digital, Inc. All Rights Reserved. Published and distributed by GT Interactive Software Corp. Command & Conquer is a trademark of Westwood Studios, Inc. WarCraft is a trademark of Blizzard 
Entertainment, a division of Davidson & Associates, Inc. All other trademarks are properties of their respective companies. 
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The Limited Edition Vigilante Package 5% 


Over 30 wicked missions, plus LAN and modem — 
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‘Mudti-comera orgies offer views 
SS 


— Groove Champion, Auto Vigilante 


Fully-Loaded Arsenal 


Over 25 armaments with enough 
firepower to create your own Death Valley. 


Killer instrument Panel 


Targeting, systems damage and radar gauges 
help you watch your rear and burn theirs. CB included. 


Forward, rear and dropped weaponry — plus a 
reintorced chassis for all-out hood-to-hood combat. 


_____ lethally Smooth Hanilling 


Dead-on vehicle dynamics courtesy of all-terrain tires and 
customizable brake and suspension systems. Shocks guaranteed. 


Built funk-tough on Windows® 95. 
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16 New adventures in Tamriel 
Bethesda gets ready to take The Elder Scrolls into new genres. Also check out 
First Looks at Meat Puppets, Dark Colony, Deathtrap Dungeon, Uprising, WAR 
Inc., WarBreeds, Eclipse: Shattered Empire, Blood Omen: Legacy of Kain, Yoda 
Stories and The Led Wars. 

22 Drivers, start your engines 

26 Everything bigger than everything else 

30  Astrategy gaming spread 

44 The Beta Zone 
Not ready for prime time (or review), we look at late beta versions of Ecstatica 
2, Krush Kill N‘ Destroy, The City of Lost Children, Star Command and History of 
the World. 
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48 Warlords Ill: Reign of Heroes — Scott Udell 
The boys from SSG return with a sequel to one of the finest turn-based strategy 
games ever created. 

54 1996 Game of the Year Awards 
They released ‘em.We picked ‘em. Dig out your tuxedo and bring your trophy 
date. It’s time to hand out some awards. Arguments start right now... 
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64  Anonline Engage-ment - Jason D’Aprile 
69 The first strike — Jason D’Aprile 
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70} ~=Command Post - Scott Udell 

71 ~— On War - Mike Robel 

74 Reviews 
Emperor of the Fading Suns shouldn't fade in the marketplace. Also reviewed: 
Musket Fire Series, Settlers |] Gold and Rebel 8. 

78 M.A.X. Tips - Phil Thé 
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Cheat Thrills — Steve Bauman 

84 Reviews 
It's a slow month (finally). Check out Sega Rally and Banzai Bug. 
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86 Road to Nowhere - Cindy Yans 
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A Myst-ifying game that doesn’t suck, it’s Obsidian, in all of its beautiful weird- 
ness. Also reviewed: Realms of the Haunting, Koala Lumpur, SPQR, A Fork in the 
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Air Combat Advisor — Steve Wartofsky 


Air Warrior Il is here, and it's good. Also reviewed: G-Nome. 
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The legendary Space Jam gets looked at, as does NBA Hangtime and AYSO 
Soccer. Wow, whatta month... 
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All ratings are assigned by the author of the article. 
The “Stamp of Approval” is awarded by the editors of the magazine. 
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Windows 95 


Place the CD disc in your CD-ROM drive. The disc will auto- 
play. If it fails to do so, right click on your CD-ROM icon 
(located in“My Computer”) and select OPEN. Double-click 
the “Install” icon. 


Windows 3.1 

Place the CD in your CD-ROM drive and choose File, Run 
from the Program Manager. Type “D:\INSTALL,” where D:is 
the letter of your CD-ROM drive, and press ENTER. Follow 
the instructions on screen. After installation is complete, 
double-click the created icon to start. » 


Still having problems? Send a description of the 
problem along with your system configuration to 
cgcdtech@cdmag.com, or mail a letter with the 
same information to the address below, If you 
have a defective CD-ROM, a replacement can be 
obtained by sending the original CD to: 
Computer Games 
PO ROK eT 
Hancock, VT 05748 ~ 
ATTN: CD replacement 


Missing Something? 


If you are not getting the CD-ROM with your subscription 
to Computer Games Strategy Plus you are missing great 
demos and free games every month. You can ae. : 
your current subscripion for only $1 more per issue. 
Visa or Mastercard are accepted, please a. 

_ Customer Service 
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Join the tip of this triangle 
with the tip of the triangle 
on the opposite page. 


YOU’RE AN ALIEN. 


You can play either 
side in this intergalactic 
war. Instantly morph 
yourself into a weapon, 
a battle tank, or even 
take on human form. 


Vary your strategy to keep 
your Opponents guessing. 
Keep track by monitoring 

them through your interface 
portals. And with over 65,000 
colors, the action will come 

to life like never before. 


WWW. CON QU ESTEARTH.¢cCom 


Join the tip of this triangle 
with the tip of the triangle 
on the opposite page. 


GET USED TO IT. 


The intensity of 
Conquest Earth will have 
you using the first-ever 


Once your position is 
discovered, you'll want f . Hamanb ike 100 
to go undercover using 
“direct-control” feature the blackness of night 

which allows you to jump 
right in and go head-to-head #™ ae oa ' | 

against your opponents. jf = — ome  iifiitititriitg <a — ae see — (Tre tiltiiliie 
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as your cloak. 


Keep pushing forward 


was joking with someone else in the office recently (in my usual dark humor way), “it 

was a rough winter; the family had the flu, and my computer had Windows 95.” That 

latter part should in all fairness be broadened to include all the software and hard- 
ware that has so far been designed to operate with and around Windows 95. Even more, 
I’d like to do something a little original and not even blame Windows 95 in particular, 
but rather the attempt to create the kind of PC we all seem most eager to embrace for 
work, the home, and the shopping-mall kiosk: an open-ended architecture, a graphical 
user interface, an operating system which includes a massive, cascading series of individually 
customizable and updateable components, all of which at any point in time have to work 
with each other so the whole will actually function, and a system which will continue to 
handle software designed for everything from a 286 to a Pentium Pro MMX. 

We brought this on ourselves. We could have had Macs, or Atari STs or Commodore 
Amigas, or special game, business, Internet and educational computers, each separate 
and distinct from the others and limited in function to what they do best. The industry’s 
tried specific gaming consoles and, more recently, home-entertainment-system style PCs 
to see whether they’ll catch on; by and large, they really haven’t. 

Why do we want this kind of all-in-one-box system, and why — despite periodic efforts 
to persuade us to try alternatives — do we stay committed to all the headaches such a box 
brings? You know, with this commitment, that Windows 95 is in many ways only the latest 
in what will continue to be a series of increasingly complex operating systems and 
interfaces; and that we’ll continue to run into the glitches and breakdowns and wholesale 
losses of information and system structure characteristic of this environment, as long as 
we stick with it. 

But would we have it any other way? The key word for this situation is potential: since 
the very beginning of personal computing, the single, simple idea which has driven the 
whole industry forward, and which has been a marker of where in the industry the greatest, 
most exciting advances are taking place has been potential. The reason the Mac has slipped 
behind is because potential, large-scale and small, has been limited to the small coterie of 
the devout given the keys to the system. The reason the Internet has grown so big so fast is 
because the open-ended potential it represents — as ill-defined right now as personal com- 
puters were in 1983 - is so huge. Intel’s latest MMX technology has been met with some 
yawns because, at least so far, the potential of what it can do is relatively limited. 

Since the beginning, success in personal computing has always involved blowing the 
doors off of what people previously thought was possible. Some argue that, with the 
maturing of the computer entertainment industry, the rate of development, innovation 
and progress is doomed to slow significantly, until we reach the point where the latest on 
offer will prove no more thrilling than the newest soaps upcoming on television, or the 
next wave of loud, mediocre summer movie blockbusters. 

Innovation is the hallmark of this industry, though; I continue to feel it will only con- 
tinue to attract attention (and money) as long as room for radical innovation is made. 
The irony is that success may prove most difficult for some of the biggest software and 
hardware publishers and designers out there. With substantial investment in certain tech- 
nologies, ways of doing things, corporate bureaucracies, capitalization schemes, etc., it’s 
hard to adjust quickly to change when you’re big. In an industry where Change is What 
Sells, we can continue to hope that the most innovative smaller companies will prove the 
most successful, and that the current short-term trend of releasing sequel after sequel 
will die with the companies promoting such things. 

The best of both worlds would be a situation where some of the biggest software and 
hardware providers out there recognize the need to maintain room in their structure for 
innovation, where they’d thus consider it a top priority to provide encouragement for 
independence in thinking and doing, where they’d be the sources of capital deployed 
strategically among the most daring designers out there. 

Greatness comes with taking intelligent risks; when fear and short-sightedness are the 
themes of the day, pettiness and mediocrity prevail. Keep pushing forward. — Steve Wartofsky 
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THINK FMV SUCKS? 
THINK AGAIN. 


Think about fast, seamless adventure, puzzles and 


15 frames per second special effects! It's all in 


video—even on a 2X drive! 


Think about an Immersion —the new game that's 


Engine” projecting live so fast, so interactive 


action so fast you'll you're killed 6 times in 


make split second the first 10 minutes. 
decisions just to If this game doesn't 


Stay alive. Think 
about 5 CD's 


change the way 


you think about 
FMV* nothing will! 


* Full Motion Video 


NOT CONVINCED? GET THE FREE DEMO. 


YOU’LL MEET THIS GUY. HE’D LOVE TO REARRANGE YOUR JAW WHILE 
SETTING YOU STRAIGHT. CALL 1-888-GET-DEMO WHILE SUPPLIES LAST! 


packed with 


Yeah, they're beautiful babes These marauding kingsmen Up for a little face stomping? 


in fur bikinis. (Unfortunately, need a hand. (Your hand! (Before Geebo —yeah you 
they want to kill you!) And then they'll kill you.) guessed it —kills you.) 


A FORK IN THE TALE. 
A HILARIOUS LIVE ACTION ADVENTURE. 


Starring funnyman P 
Rob Schneider as the 
voice of the hero. ENTERTAINMENT 


WwW. anyriver.com 


Call 1-800-771-3772 
for Game Rating Information. 


AnyRiver Entertainment™ and A Fork In The Tale™ are trademarks of AnyRiver Entertainment, Inc. Immersion Engine™ is a trademark of Advance Reality interactive. 


New adventures in Tamrie!l 


Bethesda prepares The Elder Scrolls for a genre-spanning future 


NOT CONTENT TO REST 
created by the immense 
success of Daggerfall, Bethesda is plan- 
ning a number of titles for 1997 and beyond 
that build upon their strengths: in-depth sto- 
ries, a flexible 3D engine and a strong com- 
mitment to gameplay. They brought 
us down to their offices in 
Rockville, MD to see what the 
future holds. 

The first title shown is the 
one that stands out from the 
pack. It should be out by the 
time you're reading this, 
but X-Car is shaping up to 
be one of the more inter- 
esting simulations of the 
year. With a staggering number of things to 
customize (more than NASCAR Racing and 
Grand Prix ID), this is no arcade racing 
game. The visuals are stunning, but a racing 
games lives or dies on its car model, and 
since our last look at the game, it’s shown 
considerable improvement. An arcade mode 
is present, and with it enabled you should be 
turning in quick times right from lap one. 
The simulation mode should give joystick- 
jockeys a serious workout. 


Due out later this year is Battlespire, an 
action/role-playing game set in a single dun- 
geon in the Elder Scrolls universe. While 
ostensibly a role-playing game (the character 
creation system is a modified version of the 


X~Car:The setup screen at the top shows that 
this is no arcade game. The bottom picture 
shows off the hot new version of X*gine 


one found in Daggerfall), it 
features more action, 
multi-player play, death- 
match modes, and a new 
high-resolution, high-color 
version of Bethesda’s pro- 
prietary X"gine. 

The Battlespire 
of the title is a War 
College, Proving 
Ground and Testing 
Facility for the 
Emperor’s Personal 
Guard, designed to 

test the Emperor’s 

Elite Battlemages, of 

which you are one. You 
arrive ready for some 
training and find that 
something is wrong, dead 


wrong. The Preceptors, the and Dram 


——- 
en 


ores 


Battlespire: This early shot gives an example of 
the more complex environments gamers can 
expect from this version of X"gine 


trainers for the Empire, have been slaugh- 
tered, and guess what? The exit is blocked, 
and you’d really like to leave. It seems that 
a UPE (ultimate personification of evil), 
here known as Daedra Prince Mehrunes 
Dagon, has taken over the 
dungeon, and it’s up to you to 
take it back. 

A faster-paced game than 
Daggerfall, the engine is 
already up and running for 
Battlespire,; we were given a 
demonstration of its new and 
improved physics and lighting. 
Cast certain fire spells down 
hallways and they light up the 
walls as they pass down them, 
ricocheting off the stones at 
proper angles. 

A big draw for Battlespire 
will be its multiplayer gaming 
modes, with deathmatch, 
team vs. computer and team 
vs. team battle modes. The 
game will support modem, 
LAN and the Internet. In the 


Are these game characters or models in the next Calvin Klein ad 
campaign? Some of the the cast of Redguard. From left: Basil, Cyrus 


interest of both multiplayer and solo play, a 
number of slick interface features are being 
incorporated, including a custom combat 
spellmaker which allows you to assign them 
to any hot key. 

Battlespire is currently scheduled for a late- 
fall release. 


The Elder Scrolls Adventures: Redguard 


In a slight change of pace from their usual 
epic role-playing games, Bethesda is readying 
a new series, titled The Elder Scrolls 
Adventures. The first of these games, called 
Redguard, is an action adventure set, like 
Battlespire, in the world of Tamriel. It’s a 
third-person 3D game in the style of Tomb 
Raider, and will include over 15,000 frames of 
animation, dozens of animated characters to 
interact with, real-time combat, and high-res- 
olution graphics. 

You play Cyrus, a Redguard 
mercenary, who returns to the 
island of Stros M’ Kai to search 
for your lost sister. The island 
is populated by swashbuckling 
pirates, leading Bethesda to 
liken the game to an old Errol 
Flynn movie, with jumping, 
climbing, swinging from ropes 
and sword fights (and let’s 
hope there aren’t a lot of par- 
rots, guys with peglegs and 
scurvy). The smaller scale of 
Redguard has allowed the 
design team to focus on the 
details of the island, and it is 
not broken down into levels; 
instead, you can wander 
through most areas at will. 
Upon completing certain tasks 
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or solving puz- 
zles, more areas 
will open up for 
you to explore. 

Compared to 
Tomb Raider, 
Redguard has 
much more 
interaction with 
the environment 
and with the var- 
ious denizens of 
the island. The 
character inter- 
action will not 
use cut scenes or 
talking heads; a 
dynamic camera will switch between charac- 
ters, staying in the 3D engine (much like 
Activision is attempting with /nterstate 76). 
What this also allows are interruptions in con- 
versations, say where you draw your sword 
and disarm the fellow you're talking to. By not 
pulling you out of the 3D environment, you 
don’t get that sense of seeing two different 
games. In most games, you can’t help but 
want to play a game that looks like the scenes, 
as the aesthetic difference between the ren- 
dered bits and the 3D engines are enormous. 

Bethesda is working on making the game 
playable with either a keyboard or a 4-button 
gamepad (opening up the inevitable, “So, is 
this going to be your first console title?,” 
which produced the inevitable silence). The 
current plan has Redguard releasing in time 
for the holiday buying frenzy. 


The Elder Scrolls: Morrowind 


Role-playing fans who are concerned about 
Bethesda abandoning the hard-core games of 
the past need not fret, because they are 
readying another Elder Scrolls role-playing 
game, due in 1998, titled The Elder Scrolls: 
Morrowind. It will be slightly smaller in 
scope than Daggerfall, but be richer in char- 
acter, story and overall 
depth. Though vague 
about any specifics of the 
story, it will be set in a sin- 
gle province of the 
Daggerfall universe, 
with an improved sense 
of traveling great dis- 
tances within that 
province. The designers 
will convey this by 
building a more 
detailed outside world, 
rather than the rather 
generic landscapes of 
Daggerfall and Arena. 

At one time planned for 
a 1997 release, Morrowind 
has now been pushed back, 
because the company con- 
siders their hardcore CRPGs 
to be their biggest franchise; 
each release must there- 
fore “push boundaries.” 
—Steve Bauman 
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Welcome the SCUMM bum 


Ron Gilbert returns to mainstream gaming 


GT INTERACTIVE HAS ANNOUNCED THE 
formation of Cavedog Entertainment, its 
first internal software development studio. 
Cavedog’s initial efforts will be led by 
industry veteran Ron Gilbert, who will con- 
tinue to serve as the Creative Director of 


CAvedag 


PNTerTAiInmMenT 


Humongous Entertainment, which he co- 
founded in 1994. To allow Gilbert to focus 
on the Cavedog launch, Humongous has 
hired Scott Wallin, former Executive 
Producer Of Children’s Interactive 
Entertainment at Paul Allen’s Starwave 
Corporation, as its Entertainment Director 
of Development. An industry veteran, 
Wallin has been involved in the design and 
production of more than 50 titles across 
more than a dozen game platforms. 
Gilbert made gaming history during 
his eight years at LucasArts 
Entertainment masterminding produc- 
tions such as Maniac Mansion and the 
much beloved Monkey Island series. His 
creation of the 
Script Creation 
Utility for Maniac 
Mansion(SCUMM) 
set a new standard 
for high-level game 
engines. All agree 
that Ron Gilbert is 
SCUMM™. His leap 
into the world of 
children’s entertain- 
ment created a tem- 
porary but definite 
void in the hearts of 
his devotees from 
the veteran gaming 
community. No one 
could argue with 
the masterful, cre- 
ative vision behind 
the games featuring 
Putt-Putt, Freddi 
Fish and Pajama 
Sam, who continue 
to delight children 


The head of Ron Gilbert. Great to have you 
back. Now make something brilliant 


of all ages. 

Cavedog’s first release, Total 
Annihilation, a real-time combat strategy 
game, is being designed and programmed 
by Chris Taylor whose credits include 
Hardball Ill, 4D Boxing and Triple Play ’96. 
Also in the works is a first-person, multi- 
player flight-experience game. Both are 
slated for release in late 1997. A third undis- 
closed title is slated for 1998. 

“As an offshoot of Humongous 
Entertainment, we are building on our con- 
siderable resources and talent while tapping 
into the creativity of our expanding team of 


The hand of Ron Gilbert. Note the gouraud 


shading and high-polygon count. It’s very 
life-like 


the best game designers, programmers and 
artists in the industry,” said Gilbert. “Cavedog 
is a place for the most talented people in the 
industry to come together to build amazing 
games, leveraging 
their game design 
experience and ideas 
to create the next 
level of interactive 
entertainment.” After 
its initial launch, 
Cavedog expects to 
produce three prod- 
ucts per year, each of 
which will be avail- 
able for integrated 
online network play 
through its website at 
www.cavedog.com. 

Although certain- 
ly appreciative of 
Humongous’ — suc- 
cesses, Gilbert fans 
everywhere have 
awaited his return 
to the mainstream 
of gaming. And it 
won't be long now. 
-Cindy Yans 


“The ability to zoom 
Tamigeleem-Maeilicm-luceh¢ 
within the sniper mode 
is remarkable.” 


— ELECTRONIC 
GAMING MONTHLY 


“MDK promises 3-D 
technology so cool and 
action so...realistic that 
it will send everything 


else running for cover.’ 
—PC GAMER 


4 


“Futuristic 3-D action/ 


adventure that could 


set a new standard for 


PC Gaming.” 
—PC GAMER 


“One of the most innova- 


tive games ever created.” 
~ GAMEFAN 


RATING PENDING 


Se ee ee ee Created by Shiny Entertainment, Inc. © 1997 Shiny Entertainment, Inc. MDK is a trademark of Shiny Entertainment, Inc. All rights reserved. Artwork and 
ENTERTAINMENT SOFTWARE design © 1997 Playmates Interactive Entertainment Inc. PIE™ is a registered trademark of Playmates Interactive Entertainment Inc. All rights reserved. 
RATING BOARD *While supplies last. 
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BATTLE TO SAVE IT WILL BEGIN SOON. 


¢ Fully 3-D rendered graphics unlike any- elavem-cel0l] e)aal-laiailareiereliarep 
thing you have ever before seen. — A helmet-mounted sniper rifle that tar- 
a @)V{-1 io] 0-1 a=) ar-toe-) o)g-t-[0 Mele me\i-1m@ okella[-1>p gets enemies from over two miles away. 
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_ Drivers, start your engines 


Papyrus rolls out two new racing series for your driving pleasure 


SIERRA’S BOSTON-BASED 
Papyrus division is gearing up to release 

two new racing simulations in 1997. We 
stopped by their Cambridge office to see them, 
and both look very impressive. 

The first is SODA Off Road Racing, a dirt- 
track racing game developed by Software 
Allies. SODA stands for the “The Short Course 
Off-Road Drivers Association,” so it comes as 
no surprise that game simulates some of the 
trucks and buggies that SODA racers normally 
pilot. A true simulation, the game has a 3D 
physics model, with accurate representation 
(both mathematically and visually) of shocks 
and springs, giving the cars realistic handling. 
In true Papyrus fashion, accidents will be 
impressive, with cars getting airborne and 
wheels and panels flying off. 

Though the included tracks do not have any 
real-world equivalents, a track editor will be 
included to allow people to design their own. 
The editor is a slick package that’s incredibly 
easy to use. Just drag the road around, shap- 
ing the curves and straight-aways — everything 
is simple point-and-click. 

The editor posed some interesting chal- 
lenges for developing the AI. They’ve designed 
it to learn the tracks on the fly, just like a dri- 
ver would have to do, rather than program in 
specific braking points and “best line” paths. 
They have to be force the AI to be able to 
adapt to bizarre situations, such as trees in the 
middle of the track (a lazier design would just 


sora 


SODA’s track editor is simple to use 


Some wild racing in SODA Off Track Racing. The cars will 
be texture-mapped in the final version of the game 


disallow the place- 
ment of the tree in the 
road — score one point 
for SODA). 

Another interesting 
aspect of the AI design 
is the introduction of 
driver mistakes. In 
most racing games, 
adjusting the © skill 
level just makes the 
drivers go slower or 
faster around the 
track. In SODA this 
also happens; howev- 
er, they’re putting in 
about 15 mistakes that 
the drivers on the lower skill levels will be 
more prone to make, such as braking too late 
for a turn and spinning out. 

The 3D engine has the usual features: full 
texture-mapping, gouraud shading and a 
frame-rate meter that turns off detail a la 
NASCAR Racing. The game will support all 
manner of controllers, including force-feed- 
back devices. Multiplayer options include sup- 
port for all DirectPlay services, including 
TCP/IP Internet play. The game will be for 
Windows 95 and (hopefully) NT 4.0. 

The second release is perhaps the most 
surprising (and long overdue) racing game to 
hit the market in recent years. Headed by 
IndyCar and NASCAR Racing mastermind 
David Kaemmer, Grand Prix Legends simu- 
lates the 1967 Formula One season and 
serves as a showcase for Papyrus’ new 
physics technology. 

Vintage racing is a terrific idea — it creates 
an entirely new racing experience. Consider 
that the cars themselves had 1.5 liter super- 
charged, or 3.0 liter normally aspirated, 
engine of 6-12 cylinders. With over 500 HP in 
an 1100 pound chassis, speeds of over 200 
MPH were not uncommon. Terrifyingly 
enough, there were no wings or downforce 
to help hold the cars to the road, and the 
high-profile treaded tires had less grip than 
a modern street tire. Let’s not talk 
about brakes that were prone to 
fading in hard driving. Assuming 
licensing issues pan out, you may 
be racing against the people who 
risked their lives in these death 
machines, including legends like 
Jackie Stewart, Graham Hill (father 
of last year’s Fl champion Damon), 
Jimmy Clark, Bruce McLaren and 
Dan Gurney. 

The ability to drive on some of 
the amazing tracks of that era is 
another reason to celebrate. They 
were long, they were fast, and they 
were deadly. Most modern tracks 
have been modified to reduce 


Getting airborne in Grand Prix Legends 
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Grand Prix Legends: Check out the new cockpit 
view. Hot stuff, eh? 


straight line speed, and many of the tracks 
for Grand Prix Legends are no longer used. 
A complete list isn’t available yet, but just 
think about racing on  Germany’s 
Nurburgring, all 14 miles of it. 

Visually speaking, the game has a new 
view of the driving action. No, sim fans, it’s 
not a third-person view; rather the “camera” 
is placed closer to where your actual eyes 
would be in a car. You can see your out- 
stretched arms on the steering wheel, and 
they all move accordingly. This view also 
lets you see even more of the suspension 
movement, which on these softer old cars is 
quite substantial. 

The game also serves as the introduction to 
Papyrus’ new technology, including a 3D 
physics engine that models all four wheels 
independently of the tub (body) of the car 
(which itself has physics). You can now lift 
wheels off the ground (in fact, the cars can, 
and will on certain tracks, get airborne). You 
can also lock up your wheels under braking, 
which is almost a necessity on some of the cra- 
zier turns. Finally, the game is being built from 
the ground up as a client/server application, 
allowing easier setup and control for multi- 
player play. 

That’s only a tiny fraction of what both 
games are going to offer. We’ll have more in- 
depth coverage of each game in future issues, 
but it’s clear that it’s going to be a good year 
for race fans. -Steve Bauman 
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Set during the age of fighting sail, when the oceans rang with cannon shot and 
splintering timber, MAN OF WAR's 3D first-person perspective lets you experience first - 
hand the saga of an Admiral's life at sea. With a fleet of ships in your charge and a 
nation's fate in the balance, bear witness to the consequence of your command and 
change the course of history. 
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©1997 Xatrix Interactive Design. All rights reserved. Redneck Rampage and Interplay are trademarks of Interplay Productions. 


me Gin-u-wine redneck 
dialogue and humor 


mga 14 levels of 3D SVGA graphics featuring mortuaries, 
trailer parks, chicken processing plants 
and tons more fighting locations 


™ 10 brutal weapons including crowbars, dynamite, double-barrel 
shotguns, ripsaws, and an alien arm gun 


(yank the tendon to fire!) 


ye Gas up with pork rinds, whiskey, and beer a-plenty 


ye 8 player multi-player, death-match action and modem play 


ssa Rockabilly soundtrack featuring Mojo Nixon, The Beat 
Farmers, The Reverend Horton Heat, and Cement Pond 


re erved. Interplay is the sole publisher and distributor. All other trademarks and copyrights are property of their respective owners. 
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Everything bigger than everything else 


Monolith Productions sets their sights at the top of the gaming world 


NOTHING ABOUT MONOLITH 
is small. Period. From their 
name (literally meaning “a 
massive structure”) to their 
passion for creating games, 
PRODUCTI Hf u the company is making a con- 
certed effort to rise from humble roots into a 
major force in the entertainment industry. 

In the beginning there were six guys working 
at Edmark, creating cool demos just for the fun 
of it in their spare time. All that changed in 
1995, after gaining the full confidence of 
Microsoft by turning a mundane Judgment Day 
CD-ROM demo for DirectX into an eye-catching 
3D showcase. Now, the workforce has grown to 
74 employees, spanning 3 % office buildings. 
The future seems even brighter now that the ink 
is dry on distribution contracts from Microsoft, 
GT Interactive and Mindscape. As CEO Jason 
Hall describes it, “We believe that top quality 
content and gameplay are essential ingredi- 
ents in building superior 
entertainment products. 
Monolith is a monument 
to that effort.” 

Learning some valuable 
lessons from working 
at other companies, 
Monolith developed a 
company atmosphere that 
encourages creativity. It’s 
socialism at its best: from 
the top executives to the 
person hired to look 
under the chairs for spare 
gum, everyone’s treated 
with the same respect, 
with no preference to rank 
or skill. In most compa- 
nies, such a policy would 
ultimately breed contempt and strife. Not so 
here. It’s common to straddle the edge of hall- 
ways while employees participate in all forms 
of mayhem, from water guns to Nerf Dart 


Artist sketch of a mech that'll popu- 
late the Riot universe 


attacks, and the occa- 
sional dousings of 
Cheese Wiz and other 
caustic substances. 

Foremost on the list of 
current projects is the 
new DirectEngine com- 
ponent, currently in 
development for the 
mighty Microsoft. Once 
complete, Microsoft may 
license this engine to 
developers at (hopefully) 
an affordable price. After 
seeing a demonstration 
of its power and flexibili- 
ty, it clearly has the 
potential to set the 
benchmark for the next 
generation of 3D games. 
Still don’t believe? Then believe Ray Gresko, lead 
programmer at LucasArts on 
the Jedi Knight team, who 
was visibly impressed with 
DirectEngine after viewing it. 

What John Carmack was 
to the Quake engine, Mike 
Dussault is to DirectEngine. 
From a conceptual stand- 
point, his vision for the 
future of this technology is 
staggering. When complete, 
the engine will support 
hundreds of simultaneous 
gamers, and be coupled 
with DirectEdit, which is a 
CAD-type program allowing 
the scripting of game 
objects, AI, and virtually 
every other facet of a game 
built with DirectEngine. The first game to be 
unveiled using this technology is Riot, (a ten- 
tative name, formerly code-named MetalTek). 
Scheduled for early 1998, Riot will encompass 
fast action combat 
between mechs in a 
visually stunning uni- 
verse that, even at this 
stage in development, is 
superior to the current- 
ly touted 3D games. 

On another front, 
the company _ has 
released the feverishly 
anticipated shareware 
version of Blood, a title 
using a vastly improved 
version of the Build 
engine used in Duke 
Nukem. Much of the 
original code, primarily 
in the multi-player and 
sound departments, 


DirectEdit: sure beats QuakeC (it can even do askan maps Sif en re 
simple enough for the Quake engine to handle) 


were stripped out and 
completely rebuilt, 


When playing Claw, players without fast reflexes may find that there 
are 102 uses for a dead cat, not 101 


Blood, gaming for a healthier (Manson) family 
environment 


while new features such as on-the-fly key- 
board configuration and redbook audio have 
been added. 

If you thought PC platform games were 
dead and buried, think again. The next title to 
be released from this company will be Claw, a 
2D platform game featuring the exploits of a 
buccaneer cat. The current design showcases 
some excellent artwork coupled with a full- 
length animated cartoon designed by ex- 
Disney artists. Monolith has big plans for this 
title. Additional level packs and even Claw 3D 
are in the works. In conjunction with the 
American Machine Operators Association, 
Claw will debut in arcades powered by a mas- 
sive armada of computers connected to the 
Internet. Besides being a stand-alone product, 
gamers will compete in Claw and have their 
scores stored in a countrywide ladder. 
Previewing the game (from a coin-op machine 
in the lounge powered by a P-200) brought 
back memories of Black Knight and Wizards 
and Warriors from the old arcade days. 

The war cry of Monolith is “Content is 
king!” The company adheres to the philoso- 
phy that a great engine by itself doesn’t make 
for a great game. Only time and a proven 
track record will say for sure, but the folks at 
Monolith seem fanatically devoted to using 
the biggest and best of everything to make 
sure their games come with a game inside 
every box. -Tim Royal 
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Pe cect gy gaming spread 


Megamedia plans six strategy titles for ‘97 


KNOWN IN AGES PAST PRIMARILY FOR THEIR 
multi-CD packages of older titles, Megamedia 
decided last year to get into the game publish- 
ing business directly. While it was a slow start, 
with Admiral - Sea Battles being the only 
strategy product released, and two other titles, 
Space Trading and Star Nations slipping, 
things look quite different for 1997. In the 
strategy realm alone there will be six titles 
covering a range of tastes: fantasy, space 
empire, real-time, and more. 

Late Spring should see the release of Crush/ 
Deluxe, an improved commercial version of the 
shareware title by Stone Jackal Studios (the 


shareware version was well received here at 
CGS+). A futuristic turn-based sports game, 
Crush! has you commanding a team of 
humans, aliens, and/or robots on maze-like 
arenas; your goal is to find the B.A.L.L. (Bionic, 
Augmented, Lower, Life form: don’t drop it 
because it will try to run away) and get it to a 
goal while the other team (or teams-up to three 
in a competition) try to prevent you, any way 
they can. The Deluxe version will feature full 
league play (with injuries, skills improvements, 
playoffs, and more) in addition to exhibition 
and tournament games, and contains eight 
races from which you can compose your teams. 

Admiral - Ancient Ships is the sequel to 
last year’s Admiral - Sea Battles. While sport- 


ing a similar look and play style 
as its predecessor, Ancient Ships 
will feature more than one civi- 
lization, an integrated Scenario 
Editor, up to four person multi- 
player over LAN or Internet, and 
a touch of mythology for atmos- 
phere. At this time Megamedia is 
looking at the possibility of 
releasing the game in DVD form; 
with as many as four civiliza- 
tions and the graphics to support 
them, the game would require 
four conventional CDs (it may only ship with 
two civilizations, with the oth- 
ers released later as an expan- 
sion). Megamedia also says 
that it (along with Submarine 
Titans) “will be specifically 
MMxX enabled.” Expect a late 
Summer release on this one. 

The much delayed Star 
Nations (covered previously in 
CGS+) should be out late this 
Summer as well; this multi- 
faceted game of space empire 
building will also include “real- 
time 3D Starship warfare.” 
Megamedia is very proud of 
the visual look the game is 
developing, and gamers should 
be able to see for themselves how it’s shaping 
up when the demo is released late Spring. 

Real-time fans will want to keep an eye 
out for the gorgeous-looking Submarine 
Titans. Developed by Meridian 93, the same 
folks producing the Admiral games, the 
game posits a world where environmental 
changes have forced humanity from the sur- 
face of the Earth to cities under the seas; not 
an original premise, perhaps, but it does 
allow the developers to take the real-time 
style popularized by Command & Conquer 
and Warcraft II into the third dimension 
(subs are buoyant, after all), which should 
add quite a few new twists to the strategies 
one can employ. 

Space Trading, a game pret- 
ty much described by its title, 
has been on-hold while the 
developers work to bring its 
gameplay and graphics up to 
the level Megamedia would 
like to see. It is still planned for 
a 97 release, but no new date 
has been set. 

Fallen Heroes is a fantasy, 
turn-based title in a year that’s 
going to see a lot of sci-fi 
games. Originally scheduled to 
release in April, Megamedia 
has postponed it indefinitely 
because, according to 
Megamedia’s Raaj Menon, “it 
did not meet our standards;” 
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Submarine Titans 
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Space Trading 


Preliminary graphics from Fallen Heroes 


as with Space Trading they want improve- 
ments in interface and graphics. The game 
will include pre-generated scenarios and 
campaigns for single player gaming, or will 
allow you to “match your favorite army 
against your friends on battlefields you cre- 
ate,” either via modem hook-up or the 
Internet. It will have six races and magic, but 
it sounds like clashing armies are its primary 
feature. —Scott Udell 
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Meat Puppets 


Tasteful ut grapinc violence with a feminist slant 


Berre THE STAR OF MEAT 
7 PUPPETS is Lotos Abstraction, a typi- 
~ cal babe in spiked heals, and possessor 
of a large set of weapons. The only difference 
between this character and a thousand other 
male-idealized cyberpunk superwomen is 
that her mind, and her past, has been erased, 
and someone she ran into at a party, a mys- 
terious entity known as the Martinet, has 
recruited her and inserted several sacks filled 
with toxic chemicals under her skin. If she 
doesn't do what he says, she'll die. The latest 
task is to assassinate all six leaders of the six 
“Embassies,” the centers of the usual “corpo- 
rations that rule the future”.” 

And so the story goes. The premise is inter- 


Ah, so that’s where the “meat” comes from 
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Microsoft has made a minority investment in Digital Anvil 


esting, but it’s overwhelmed by 
the stunning visual design. A 
gothic vision of the future 
(channeling Tim Burton and Syd 
Mead), it’s resplendent in vari- 
ous shades of black, blacker and 
not-quite-so-black. The detail is 
incredible, with over 300 loca- 
tions, 600 usable objects, 
36,000 frames of object anima- | 
tion and 22,000 frames of char- if 
acter animation. 

All of this obsessive attention 
to detail means little if the game doesn't 


Lotos confronts the bad guy - the cut scenes 
are suberb throughout 


deliver, but we'll have to wait to make that 
judgment. The game is an isometric action 
game, a lot like Crusader: No Remorse; exces- 
sive explosions are promised. So here’s anoth- 


‘ball should have been one star, not two. 
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,a new game company founded 


Lotos and friends would like you to come out and play 


er game with an excellent premise, incredible 
graphic design and overall visuals, and game- 
play holding promise, even if it is evocative of 
many current titles. —-Steve Bauman 

Meat Puppets + Playmates Interactive ° 
Windows 95 
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The amount of detail in each environment 
borders on obsessive 


by Chris and Erin Robert and Tony Zurovek, all criner boher at Origin. Digital Anvil a nee investment from filmmaker Robert Rodriguez, direc- 


Dark Colony 


Ie. ‘s humans vs. aliens on a distant world? Hmmm 


B EARTH IS HUNGRY, COLD, 
"and cramped; its peoples need food, 

energy, and new frontiers. The Pleidans 
(called the Grays by Earthlings, and familiar to 
anyone hanging around Roswell 50 years 
ago), a race which apparently specializes in 
genetic manipulation, have troubles of their 
own; genetic experimentation gone awry 
apparently decimated their culture, and 


The concept art for the game is very impressive 


tor and producer of the movies £/ Mariachi, Des 


do and From Dusk ‘Til Dawn. The deal 


will make Microsoft the excise publisher on the PC and online platforms. In other news, 


ea 


there are free bonus tracks for 


they're struggling to rebound. 
Actually, the back story is still 
confused, but it doesn’t really 
matter; what does is the fact 
that humans and their high tech 
are bound to come up against 
the Grays and their biotech in 
this real-time strategy game, 
similar in appearance to 
Command & Conquer and its ilk. 

The game is still a ways from 
release (GameTek is saying “Fall”), 
so details of gameplay are still 
quite sketchy. Gametek says the 
game will have lighting effects 
(including day/night, something 
we haven't seen before in games of this sort), 
an “extremely intelligent computer player Al,” 
up to eight players by LAN (no word on 
Internet capabilities yet), a techno soundtrack, 
and “BLOOD GORE VIOLENCE” (their words, 
their capitalization). Some of the concept art 
they've released is quite nice, but the game- 
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ss, available for download at 


Early gameplay; expect when intatace to chars 


play shots we have are still quite early (expect 
major interface updates). They've released par- 
tial unit lists of eight types per side; each has 
equivalents on the other side, but Grays will 
rely on biological effects, while Humans 
depend on technology. —Scott Udell 

Dark Colony * GameTek * DOS 
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“C&C is back, bigger and 
badder than ever.” 
—PC Gamer U.S. 


“Don’t expect 
much after you 
this one.” —PC 
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“Red Alert has set a 


standard by which other 
strategy games are now 


judged.” Happy Puppy 


“One of the best you’ 
in the world-of PC g 
—Gamespot 
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Deathtrap Dungeon 


A dank and foul-smelling 3D dungeon crawl 


EG AS THE FIRST 3D GAME 
fase Eidos since the award-winning 
Tomb Raider (see page 54), Deathtrap 
Dungeon has a lot to live up to. Originally 
planned for release last year, Eidos has 
been taking their time with it in order to 
make sure it’s right. The game is a third-per- 
son 3D (hence the Tomb Raider connection) 
action/RPG based on the multi-million sell- 
ing fighting fantasy gamebook series by 
lan Livingstone. 

Though a thin thread of a story will tie 
everything together, the emphasis in 
Deathtrap Dungeon will be, as the name 
implies, on that old standby, death, with a lot 


Ene at ie He site.. | to release The Last Bi 


waiting for SSG’s Battle of ee re | 
which will be renamed to Ardenn 


of dungeon exploration. 
Those dungeons span 10 
levels and are completely 
modeled in 3D.The engine 
used to model the dun- 
geons features the usual 
complement of modern 
features: full polygonal 
enemies, dynamic light 
sourcing and complete 
texture mapping. The dun- 
geons will feature the 
usual assortment of cov- 
ered pits, hidden corridors, 
false floors, arrow traps 
and moving spikes. 

The game's combat will be more fighting- 
game like than other 3D games. Your 
weapons include swords, missile-weapons, 
muskets, hammers, spells or, hopefully as a 
last resort, your bare hands. There are an 
incredible 55 different characters to beat up, 
including orcs, dragons, mummies and zom- 
bies. Network and modem play will be 
included, and up to four players may beat the 
hell out of each other over the former. 

Expectations will be high for Deathtrap 
Dungeon; as the game moves a bit further 
along, we'll be ready to report on whether or 


. A track editor is also 


itzkrieg — Wargaming fans have been 


aaa The Last FBletiieo. SSI will be releasing the game, 
eg, perhaps salad a subtitle, due to trademark difficulties here in the U.S.. 


Your character squares off against a few baddies 


not it lives up to the promise Eidos has shown 
with Tomb Raider. -Steve Bauman 

Deathtrap Dungeon : Eidos Interactive » 
DOS, Windows 95 
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n — Command & Conquer: Count: e will be the fst ofricial -on cau Red Alert. 
The i aeinag will include | 16 missions, 100 ee es maps, and “new units [and] experi- 
mental technologies.” It will also include eight new songs and a complete Windows 95 “desk- 


Uprising 


—- a solid foundation for the 3D future 


ST B CYCLONE STUDIOS ARE 
ye not known for their PC development, 
but they’re hoping that Uprising will be 
the game to put them on the map. They’re 
referring to Uprising as a“first-person strategy 
game,” to which we'll have to say, “we'll see 
about that” (in fact, we'll see it next month). 
What the game does is bring some of the 
resource-management aspects of the 


Command & Conquer-style strategy game to 
the 3D shooter arena. You command a hi-tech 
tank in 3D f Space, all the while maintaining 


Though this shot is in ioe rexalotans! the 
engine looks good at this stage 


each of your bases (called “Citadels” in the 
game's fiction). You use these bases to deploy 
units, call in resources, upgrade technologies, 
and manage your money. The plan is to 
include 20 scenarios spanning six different 
planets, all set in a future where military clans 


The Cyclone team and their biggest fan 


battle for control over what's left of humani- 
ty. You control entire armies in individual hot 
zones - it’s up to you to cool them off. 
Cyclone is developing an all-new 3D terrain 
engine, dubbed TerraTech, which is perspec- 
tive-correct and does Gouraud shading on 


Here’s 3D strategy in action 


the fly. Other interesting features include six 
degrees of freedom, terrain scorching and ter- 
raforming (a la Bullfrog’s Magic Carpet engine) 
and realistic physics. 

Combining multiple genres can be trick, 
but the Cyclone team, responsible for a num- 
ber of hits on the 3DO platform (including 
Captain Quazar and BattleSport) have confi- 
dence to spare. Early looks at the visuals show 
promise, but we'll see how the disparate ele- 
ments gel as the company makes more 
progress. — Steve Bauman 

Uprising » 3D0 * Windows 95 
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You've faced off against THG legends 


in PGA Tour... 


Teed-off on the toughest co 
with Links LS... 


But you haven't played in a 


real championship uti 


SS a 


<> 


Only British Open Championship Golf™ puts you right in i 
the middle of the action in golf’s greatest championship. | 
Compete as one of eight featured pros against a full 
field of top professionals. Get advice from the first-ever 
fully interactive caddie. See and hear the crowd react to 
your every shot. Get play-by-play announcing from ABC’s™ 
Jim McKay. Battle Scotland's infamous weather on photo- 
realistic 3D simulations of two of the world’s most 
challenging courses — 
The Old Course at St Andrews 
and Royal Troon. Any way you 
Slice it (or hook it), no other 
game gives you the sheer 
adrenaline rush of real 
championship play like British 
Open Championship Golf. 


29 i we 
BRITISH OPEN 


WWW.BRITOPEN.COM CHAMPIONS HI P 


GOLK 


Gs GET INTO THE OPEN 
TECHNPLOGIES. 100 Cambridge Park Drive, Suite 300, Cambridge, MA 02140 


© 1997 Looking Glass Technologies, Inc. Licensor and the Software Product is distributed under the authorization of The Royal and Ancient Golf Club of St Andrews. The Old Course at St Andrews and Royal Troon Courses 
are used by permission of St Andrews Links Trust & Royal Troon Golf Club. The Open Championship Logo is used under license from “The Championship Committee Merchandising Ltd’ 
All other trademarks and trade names are properties of their respective owners. All rights reserved 


ner 


*For a limited time owners of LinksLS™. PGA Tour® 96 and Microsoft™ Golf can get a $10 rebate with 
the purchase of British Open Championship Golf. Offer lasts until June 30, 1997. See package for details. 


Available in major retail outlets or order direct 1-800-360-7455 
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| . UNIT Al 


Hide units behind hills 
or in dense forests. Climb 
to higher terrain to _ 
_ improve your view of 
ErVlacel¥lalellalemc-laclcolata 
Realistic terrain : 
dynamically affects unit 
movement, so units move 
faster downhill and slower 
through swamps. 


Give specific orders to 
each unit. Determine each 
unit's behavior in combat. 
Place a unit on sentry duty 
_or have it harass the enemy. 
Preset complex pathways 
and waypoints to coordinate — 
several different attacks 
all at once. 
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ECTIVISION'S NEw CSC KILLER! 
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aaa FSEIGN: AcTiIvis 
2 a Z —Computer Gaming World 


See the future this Spring. 


| 


www.activision.com 


microprogramming 


Lane. 
e 


Activision is a registered trademark and Dark Reign: The Future of War is 
a trademark of Activision, Inc. © 1997 Activision, Inc. All rights reserved. 
All other trademarks and trade names are the properties of their respective owners. 


W.A.R., Inc. 


Big business meets down ‘n’ dirty combat 


ONE OF THE BIGGEST 
complains about the recent crop of 

real-time strategy games is that, while 
the tactical combat can be lots of fun, there's 
no strategic-level to the games beyond click- 
ing on a map to choose the next mission or 
watching a cut scene-no way to influence 
the course of combat at a high level. With 
W.A.R.,/nc.,|-Magic intends to address this ina 
big way, giving you almost as much to do out- 
side the combat mode as in. 

In the world of the game, the US has given 
up acting as world policeman and has largely 
withdrawn, in a military sense, from the world 
stage. US businesses, however, continue to 


The stock market is a game unto itself 


Yoda Stories 


From the makers of Star Wars, it’s Jedi Lite 


LUCASARTS IS READYING 
the second in its series of Desktop 

Adventures. Yoda Stories chronicles the 
adventures of Luke Skywalker as he trains to 
become a Jedi Knight. It is a collection of 
short single goal-oriented-quests during 
which the player will explore new worlds 
modeled after familiar Star Wars environ- 
ments. While exploring, the player will inter- 
act with well known characters, collect arti- 


ones 


ere et 


Well, almost everyone is wearing ceremonial 
headgear 


grow, reaching into new markets, 
many in unstable regions. Because 
of the threats they face and 
because of governmental reluc- 
tance to protect them from these 
threats, they have pushed through 
a Bill legalizing mercenary organi- 
zations; these new groups now act 
for the US on the world stage... 
and it turns out they're pretty good 
business as well. 

You take on the role of CEO of 
one of these mercenary corpora- 
tions. While in the office, you can play the 
stock market (in what appears to be a surpris- 
ingly detailed stock market sim), coordinate 
the research efforts of your science crews, 
and even design the equipment needed for 
your combat teams. Manage the business 
carefully, however, because your own compa- 
ny is part of the stock market; if your value 
falls too drastically, you might be fired. 

As CEO of a mercenary company you also 
act as its military commander. Choose from 
one of the 20 missions offered from around 
the world; each of these is really a mini-cam- 
paign; the “objectives” within are the real mis- 
sions. You set up an HQ base which, as in X- 
COM, is a safe zone for you... at least until it’s 


op theme pack” with wallpaper, icons, screen savers, and AVls... An Alternate Reality at 
Vionolith - Monolith has announced plans to create Alternate Reality Online, an Internet- 
based role-playing game. Long-time gamers will recognize Alternate Reality from its origins 
_ on the 8-bit Commodore 64 and Atari 800 platforms. The two creators of those games, Philip Price, and Gary Gilbertson, are onboard at Monolith 


Into the midst of an enemy installation 


directly assaulted by the enemy. From there 
you can send out strike forces to the various 
objectives; when a force lands, gameplay 
switches to a Command & Conquer style of 
action, complete with the development of 
satellite bases. Fail at an objective and you 
can send out another force from the mission 
HQ; lose the HQ and you’ve lost the mission, 
along with all the funds you've sunk into it. 
Win, and you'll get a hefty fee which you can 
use for more R&D, hardware acquisition, or on 
the stock market. 

Combat-wise, it’s too early to tell what 
exactly is new in the game; even so, the inclu- 
sion of detailed gameplay at the strategic 
level may help set WAR Inc apart from it’s 
“Clone & Conquer” brethren. Expect to find 
out late this Spring. -Scott Udell 

W.A.R., Inc. * Interactive Magics DOS 


to head-up the project. Alternate Reality Online has a planned launch in 1998... Spelling to sell 
Virgin Interactive - Spelling Entertainment, the media conglomerate headed by producer 


Aaron Spelling, is planning to sell its 90% stake in Virgin Interactive Entertainment through 


facts, tools and weapons, trade 
goods and enter into combat 
with a variety of enemies. 

Many types of weapons will be 
available including the Force and 
a lightsaber. Use of the Force is 
granted by solving 10 games, or 
by solving a particular puzzle 
that uncovers a Force Zone. 
Either feat summons Obi-Wan 
Kenobi who appears to grant 
special Force abilities empower- 
ing the player with telekinesis, 
mind control or livestock enrich- 
ment. R2D2 embodies the game’s help sys- 
tem, and may be called upon at any time to 
provide hints and significant information. 

Like its predecessor, Indiana Jones and His 
Desktop Adventures, the game relies on a mod- 
ular world generator that provides countless 
randomly spawned scenarios, each of which is 
designed to be completed in an hour or so. 

“LucasArts specifically designed the 


~ Yoda Ston 


Save yourself, Luke! Take one small step into the next 
grid square 
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Desktop Adventures series to provide game- 
players with a quicker sense of gratification,” 
said Tom Byron, product marketing manager 
for Yoda Stories. “Novices will enjoy Yoda 
Stories because it's easy to load and play, 
while seasoned gamers will appreciate its 
many challenges, which are as vast as the 
Star Wars universe.” —Cindy Yans 
Yoda Stories + LucasArts * Windows 
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Command & Conquer Red Alert. Now available. 
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Available at retailers or call 1-800-874-4607 


Command & Conquer is a registered trademark of, and Command & Conquer Red Alert and Counterstrike 
are trademarks of, Westwood Studios, Inc. © 1997 Westwood Studios, Inc. All rights reserved. 
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Che News 


WarBreeds 


Real-time strategy with a genetic twist 


IN A YEAR THAT WILL SEE 
% aflood of real-time strategy games, most 

titles are falling into one of two categories: 
Command & Conquer-like mechanized forces 
(or spaceships) battling it out on maps predom- 
inate, while games with fantasy forces of bat- 
tling orcs, dwarves, and the like come in second. 
Variety is rare, but Broderbund hopes to provide 
it with WarBreeds, their stab at the real-time 
Strategy market (due out this Fall). The back- 
ground story has a race, called the Yedda, who 
specialized in genetic experimentation and 
even in designing new life forms. Notice the 
tense of “specialized’-the Yedda went too far, 
and one of their creations has brought about 
their downfall. You will take “command” of one 
of three races of the Yedda, working your way 
through the missions forming the story, eventu- 


Sunerbly aniiated autores aaheanes the game 


ally coming into contact of a vio- 
lent nature with a fourth race, the 
Magha-the nemesis of the entire 
Yedda race. 

Up front, the game play is sim- 
ilar-looking to the standards of 
the genres. Each race will have a 
campaign, with 12-15 missions 
per campaign. The view is over- 
head, and the maps can be up to 
192 tiles tall and wide (although 
tiles are about twice the size of 
those in Warcraft). Units and 
structures (they call them devices) aren't 
restricted to tiles so you'll have much finer con- 
trol and placement over both. Plenty of multi- 
player options are planned, as is a map editor 
and a strong Al (they promise no Al “cheating” 
via production bonuses, enhanced units, etc.). 

What's different about the game is the bio- 
tech nature of the combatants; each of the 
combat units has “hard-points” upon which 
different weapons types can be mounted. 
You can research the weapons your own race 
would normally field, or you can harvest 
information from the bodies of your enemies 
and use it to develop completely different 
categories of arms. And different they will be; 


__ a public stock offering by the end of the year. Multimedia Wire i aaa that a ao 
| Spokesperson said Virgin “has not performed particularly well.. cape integrates — 


Entertainment and interactive music publisher Graphb 
2 in an effort to expand its games business... 


Blood Omen 


So do you really wanna be a vampire? 


h@ GAMERS WILL GET A 
ehenes to play a vampire in the sum- 

mer of 1997 when Activision releases 
the Windows 95 version of the PlayStation 
game Blood Omen: Legacy of Kain. The game, 
developed by Crystal Dynamics, offers over 
100 hours of gameplay as it takes gamers on 
a quest through “a gothic universe fraught 
with murder, magic and vengeance” (those 
videogame staples). 


Ah, so it may live up to the “Blood” in its name 
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matched witha an n interesting premise 


sides are fully unique in both appearance and 
function, something many of the “Clone & 
Conquer” games have eschewed in the rush 
to get to market. -Scott Udell 

WarBreeds + Braderbund * Windows 95 


Here are some — those creatures in meni 


~ Beam Software is re- 
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ucdtnge the Maiboure House label While: Here no word on whet or not their classic 
f games will be revamped, they have already published one new title and are finalizing 


a second. EA Sports’ Cricke 


You are Kain, a noble who is 
ambushed and murdered by 
brigands while _ traveling 
through Nosgoth. A_ necro- 
mancer resurrects you as a vam- 
pire; as you track down your 
killers, you will have to feed your 
bloodlust by killing innocent 
civilians. You can explore small 
villages, caves and temples, dis- 
covering power-ups and spells. 
Kain can also morph into three 
different forms: a wolf, for cover- 
ing great expanses of land 
quickly; a bat, which allows you 
to fly around killing things; and 
mist, which allows you to pass through doors. 
Power-ups include the Heart of Darkness 
(restores health), the Flay (rips the flesh off of 
its target), and the Putresce (a lovely device 
which turns enemies into slime). There are 
also 13 spells for you to enjoy, including mind 
control (you can control them), Inspire Hate 
(they attack each other), and Implode, which 


7 is apparently a big hit in Australia and New Zealand and will 
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It’s PlayStation- sie RPG action for your PC. Vesd matin 


does just what the name implies. 

With attractive graphics and a reputation 
for extreme violence (of the sort Senators like 
to get all hot and bothered about), Activision 
could have a bloody hit on their hands with 
Kain. —Steve Bauman 

Blood Omen: Legacy of Kain * Activision » 
Windows 95 
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Eclipse: Shattered Empire 


Sirtech goes multiplayer action gaming 


f @ SIRTECH WASNT KNOWN 
\ for multiplayer gaming until Jagged 

Alliance: Deadly Games, and that was 
deemed an add-on that should have been 
present in the original. However gamers 
really warmed to that game, and Sirtech has 
taken some of the lessons learned from that 
experience and applied them to their next 
game, Eclipse: Shattered Empire. \t's an 
action/strategy game which sounds a bit 
like a cross between Crusader: No Remorse 
and Syndicate, only in this case, unlike in the 
Original Jagged Alliance, multiplayer is pre- 
sent from the get go. 
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Sneaking around, looking for someone to kill 


be releasing soon just about everywhere else (except North Americ). Krush, Kill, ‘n’! 


In fact, it’s the main emphasis in 
the game. Eclipse is an isometric 
3D action game where you con- 
trol 1-4 characters who will run 
around various levels (represent- 
ing various spaceships, caverns, 
etc.) collecting weapons, avoid 
devices and blast more than 100 
rendered items into itty-bitty pixel 
bits. For solo play, an advanced Al 


is promised, one which promises & - 


to hunt you down like the wimpy 
prey you are. 

The plot of the game talks about 
two factions trying to gain con- 
trol of the future after a 
nanovirus destroys the previ- 
ous empire. One faction rejects 
technology (damn _ luddites), 
while the other embraces it. 
Players will be able to join either 
side in the fight for the future. 

The multiplayer aspect of 
Eclipse is most intriguing. The 
developer of the game (EAI) 
has created a client/server 
technology for it; a dedicated 
server will administer thou- 
sands of games at a time, with 
automatic rankings handled 
by the server. Up to two players 
can compete via modem, with 


Vestroy 


is their second title, and will be the first seen here in the U.S... Patches and updates galore 


- Accolade has released a patch for Deadlock. It allows saves in multiplayer games and 
spawning from one CD. Visit Accolade’s web site at www.accolade.com/acc 


The Led Wars 


Re 


. FIRS: N@ DEVELOPED BY LARIAN 
STUDIOS for ionos, The Led Wars is aim- 
ing to be the real-time strategy game of 

the always popular cyberpunk-ish “Mighty 
Multinationals Dominate the World” genre. 
You take on the role of the commander of 
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Fight battles at sea, as well as land 
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How would you like a multiplayer Crusader, with a smidgen 
of Syndicate thrown in? 


eight over a network (LAN 
or Internet). Eclipse also has 
a technology called 
“Dock and Load,” which 
will allow players to 
download new levels, 
weapons and graphics 
in both solo and multi- 
player play. 

With Sirtech’s stel- 
lar reputation for 


delivering superb 
gameplay and _ EAI’s 
technical expertise 


(they've worked on pro- 
jects for companies as 
diverse as General Motors 
and The Discovery Channel), 
Eclipse has a lot of 
promise. —Steve Bauman 
Eclipse: Shattered Empire 

Sirtech * Windows 95 


> tech.htm! for more info...In similar news, Panasonic has released 
patibility with DirectX 
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3.0. It can be obtained at 
— .. the pictures we used last month for 


our columns were a joke (it was April — get it?). The truth is we all look much weirder... 


the armed forces of one of these 
multinationals, and your goal is to 
“eliminate the enemy, plunder the 
conquered territory, and above all, 
make sure the company makes a 
profit.” ionos touts a mode in the 
game they call “world war” which, 
by its description, sounds almost 
like Command & Conquer meets 
Deathmatch, with hundreds of 
units and lots of resources with 
which to wage war. 

You'll battle for four different 
resources (Led, Seeds, Oil, and 
Power) across land, sea, and air. 
Unit types sound a bit like a C&C- 
style melange of high-tech and improbable 
vehicles and lone troops sporting weapons 
that would give an M-1 tank reason to worry. 
Gameplay details are still sketchy at this 


Looks like... can’t place the name... 


point, so it’s too early to tell exactly what Led 
Wars will add to the genre, but heck, at least 
it's prettier than Pong. —Scott Udell 

The Led Wars « ionos * Windows 95 
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HAS BEGUN © 2 


All seven seals, have been broken. Every evil that | Fel 
plagued the earth has become incarnate, disturbing the ~~ 
balancing force between good and evil, man and spirit. ..semmom 


. INTERACTIVE OBJECTS AND 


PREDATORY DEMONS 


ie 


Not only have you.stumbled blindly into a nightmare, 
you've set the stage for the Apocalypse. 

And now only one can stop it. 

He who bears the mark. The chosen one. You. 


Presenting a terrifying.3D adventure unlike anything 
you've experienced before. Realms of the Haunting. 
The forces of darkness are gathering for the final ° 
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300 INTERACTIVE OBJECTS INCLUDING 
HAN 155 POSSIBLE INVENTORY ITEMS - 
EAPONS, AND MAGICAL OBJECTS. 


FINED CONTROLS ALLOW CUSTOMIZATION 
ENTURE AND COMBAT LEVELS. 

TICATED CHARACTER INTERACTION Mot 

. REAL-TIME, FIRST-PERSON, : 

"UD ENVIRONMENT. ee NENT 
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THE BATTLEGROUND BETWEEN ULTIMATE 


BY GAMERS. FOR GAMERS.“ 


~~ AVAILABLE FOR PC CD-ROM 


o 


©1996 Gremlin Interactive, Ltd. All rights reserved. Realms of the Haunting and Interplay are trademarks of Interplay Productions. All rights reserved. Interplay is the sole publisher and distributor. 
. Licensed from and developed by Gremlin Interactive, Ltd. All other trademarks are the property of their respective owners. 


Psygnosis * D 


THERE ARE FEW GAMES as amoral and just 
plain weird as Ecstatica, and the sequel is no 
exception. How many games let you attack 
innocent horses without any repercussions? 
Once again you find yourself in a land popu- 
lated by balls. Lots of balls. And it’s up to you 
to wander around trying to figure out what 
the hell is going on, all the while being 
attacked from all sides by all manner of bizarre 
ball-shaped creatures that range from the sur- 
real (psychotic pygmies) to the gruesome (spi- 
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GT Interactive » DOS 


ANOTHER GAME IN THE real-time strategy 
rush, Star Command posits a universe where 
four warring factions have all been brought 
low by a single warlord, Ahkun Vek. Plenty of 
individual battles let you try your hand at 
fighting from each faction’s perspective, or 
you can take on the campaign, wherein you 
attempt to unite the four races and over- 
throw Vek. Twists over the standards of the 
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Electronic Arts * DOS 


WHAT IS PROBABLY the first harvest from 
this year’s crop of real-time strategy games, 
KKND posits a post-apocalyptic conflict, 
with gameplay very reminiscent of 
Command & Conquer (even the music 
sounds similar). Differences include high- 
res graphics, a slick user interface, and units 
that can become “veterans.” While graphi- 
cally different, the units on each side are 
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ders, lots of spiders). Overall this game is more 
action-oriented than the first, and it’s obvious 
that there’s a lot more area to explore. Just like 
the original game, the camera angles can get 
really annoying at the wrong time and the 
combat is really difficult, at least initially. 
Psygnosis is still tuning the gameplay and 
speeding up some of the scene transitions, 
but the game is still wonderfully warped, and 
damn, does it look beautiful. In a weird ball- 
shaped way, of course. —Steve Bauman 
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A 
A GAME ABOUT CIVILIZATION, History of the 
World is not a clone of Civilization (either the 
Avalon Hill board game or the MicroProse 
computer game); instead, it’s a translation of 
the very popular Avalon Hill strategy board 
game of the same name. Instead of trying to 
grow a quasi-historical (or totally a-histori- 


cal) empire until it controls the world, you 
take charge of any of anumber of empires 
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genre include pirated technology which lets 
you build items from all races, and a unique 
campaign system (not serially linked mis- 
sions, but gridded mission zones you can 
move in and out of). This DOS game rana 
tad slowly under Windows 95 on a P-133, 
but this could be because it’s not final code; 
graphics are reminiscent of Starcraft before 
it received its makeover. — Scott Udell 
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LOOSELY BASED ON Junet and Caro’s film, The 
City of Lost Children is a third-person fantasy 
adventure in a city of brick and shadows. You 
control Miette, a 10-year-old orphan forced 
into a life of thievery. She struggles to help 
Save a circus strong-man’s young brother from 
a plight that many of the City’s children have 
suffered. Nice touches include use of the film’s 
original costume design, several character like- 


usually functionally equivalent, with some 
exceptions. The Al is fairly single-minded; at 
times it will continue an attack no matter 
what threatens, but it will also blitz past 
your defensive lines and head for your rear, 
necessitating a defense-in-depth. The ver- 
sion we looked at has a multiplayer bug EA 
says it will fix before release, but the game 
is otherwise finished. —Scott Udell 


This section of the magazine updates you on pre-release versions of software. In some cases, the games are considered “reviewable” 
by their producers; however, we feel they are in some way incomplete. We will be giving them a complete review in the coming months 


throughout Earth's seven historical epochs; 
as with history, an empire will eventually fall, 
either to other powers of its own age or to 
the advancing powers of new ages. The goal 
is to do the best you can; the player who 
amasses the most points through the ages, 
wins. This version contains most of the 
gameplay; the game should be shipping 
near the time you read this. —Scott Udell 
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nesses, and dynamic use of light and shadow. 
The 3D motion-captured polygonal characters 
are primitive in contrast to the seamless and 
realistically-rendered backgrounds. Miette has 
complete 360° freedom of movement, but 
since the game is keyboard controlled with no 
cursor, you have no ability to look at anything 
specific, which is just one of a few question- 
able design decisions. —Cindy Yans 
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If you play only one real RPG this year, it will have to be... 


“Fallout has everything necessary to be the best roleplaying game of all time” 


—Next Generation 
Ag EE ae ee Coming Soon for 
inf ia intarelac cas Win 95/008 and Mac 


© 1997 Interplay Productions. Fallout and Interplay are trademarks of Interplay Productions. All rights reserved. 
All other trademarks and copyrights are the properties of their respective owners. 
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your soul in servitude to a dark gud. Betrayal was your only reward. 
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Scill some. 


shareWare available in stores now 


Download the demo at www.gtinteractive.com/blood 
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© 1997 Monolith Productions, Inc. All Rights Reserved. Blood is a trademark of Monolith Productions, PO Box 3268, Polet-Wa =. oe 
Kirkland, WA 98083. This game uses the Build engine and tools by Ken Silverman. Published and distributed by GT 
Interactive Software Corp. All other trademarks are the property of their respective companies. CD-ROM 
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na time long past, before the ages of Warcraft jor r Heroes of Might and Magic, war was fought differ- 
ently; it may not have been flashy, it may not been real-time, but it was coreainiy of grand 
scope... mighty armies moved across vast plains Tate Raalconvlelamcolgel(o(ellaremurelellclary clashing | 


Fi 
if 


in titanic struggle; ships of wood and sail crossed the seas, and mythical and magical 


“eveatures took warfare to the skies; it was, in short, an age of Warlords, the classic game of fantasti- 


cal warfare from 5$G. With Warlords Il and Warlords II Deluxe, SSG expanded the scope of the 


| game while retaining its flavor and extremely addictive gameplay (many gamers put Warlords - 7 


ll at the top of their “stranded on a desert island” list). In the intervening years, suggestions for 
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since there was a hint that designer Steve Fawkner had started work on “something new." 


~*~, 


We were lucky enough to go out recently to Broderbund Software, the new publishers off ‘ 
‘ 


 - 
Mie? 


Warlords lil: Reign of Heroes (SSG is still the developer) to get a first-hand look at the 


zagpine and to speak with Gregor Whiley, Producer/Co- -designer of 


Warlords Ill at SSG ‘and Dexter Chow, , Warlords IL peaec pManager at 


COMPUTER GAMES 


The tight confines and number 
of sides in this small map scenario should 
make for a particularly vicious game - - 
; & 2D 
Facing off across a narrow 
channel; naval forces will be vital- 


G5 
-Meeting on the field of battle; : 
-the armies involved are showninthe  ~ 
a tale-ae- ale Mdul-miscecelii(-tee-l ele) i(e-]e)(-Bcom ail 
forces are displayed on each side 


WHAT'S A LIF+LE WAR BETWEEN FRIENDS? 
Perhaps more than anything, Warlords fans requested expanded multi-player options from a 
new product; while play-by-e-mail (PBEM) and turn-based LAN and modem play were certainly 
there in Warlords I! Deluxe, wars could be very drawn-out affairs, especially when armies got mas- 
sive and there were several Warlords participating. For Warlords Ill those options still exist, and 
have now been extended to the Internet, while a new simultaneous mode of play has been 
developed as well. 

SSG did examine a real-time option for the game (even before real-time strategy became the 
“in” thing), and considered just turn-based, but settled on adding something in-between, some- 
thing that would keep things flowing without becoming overwhelming. Similar in execution to 
the simultaneous movement system of M.A.X, it will let players specify turn lengths from one to 
ten minutes, but give them freedom of movement within those turns as long as units have move- 
ment points; says Chow, “What's fun about that is that you have to constantly make a choice: 

_ should | ... watch to see what [the dwarves are] doing, or should | try to pre-empt [them], to take 
that site or take that city? It’s a constant tension of making decisions; ! know if | can see what my 
_ enemy does I'll be more informed, but if | let him do what he wants to do then he may have one- 
upped me and done it before | can stop him.” 

Because of the time limits on turns, SSG has designed a system whereby you are only 
informed of ongoing battles instead of being forced to watch them while the clock ticks away; 
you can choose to watch only those most critical to your success, or you can instead ignore a 
battle and send in a counter attack. The simultaneous play system is only available to multiple 
_ human players; solo games or multi-player games involving computer players proved to be too 
unbalanced in favor of the computer for this system to work. 

SSG has enhanced the multiplayer features (and, indeed, the whole game) with an extensive 
range of set-up options. If playing a simultaneous turn game, you'll be able to set the length of 
turns and the maximum length of time you wish the game to run. If a human player drops out, a 
computer player will take over his or her position, and it will be easy to restart a multiplayer 
game from saved game files. You can now set victory conditions: so much gold, so many towns 
or armies, etc., and can define city control and force levels beforehand (the game even does 
internal calculations of “spheres of influence”); in fact, if you want to skip straight to combat 
without the expansion phase you can do this, dividing all the cities and placing armies ahead of 

me ike. = 


COVER STORY wa ords im 
ee @NE AGAINS+ -_ 
| | +HE WORLD 
All these multiplayer features doesn’t mean that the lone Warlord 
has been forgotten; indeed, Whiley told us, “quite a few people said 
__ that they wanted to play a campaign game, they wanted things to 
___ Carry over more so that [the gameplay] didn’t just end at the end of a 
scenario, it was a more on-going experience; that was an easy choice 
_ to make on our part as well.” The result is a new campaign consisting 
of approximately ten increasingly difficult, linked scenarios. Called 
Lord Bane’s Demise, you take on the role of the Sirian Knights, the 
_ $maillest of the five Orders in the Agarian Knighthood. Heretofore the 
___ Orders were fractionated and constantly at war, but facing imminent 
__._ destruction at the hand (and hoof, and claw) of the forces of Lord 
Bane, you must first unite the Knighthood again and turn it to face 
and eventually destroy Lord Bane (sorry, fans of Death and 
Chaos-you can only play the campaign from the side of the Light). 
While missions will start out easily (and a fully interactive online 
tutorial will be included for those who are completely new to 
Warlords), things will get increasingly difficult. Whiley believes that it 
will take many hours to complete the campaign; he says, “it’s not 
_ meant to be over in a flash at all; it’s meant to be [a] serious, on- 
going gameplay situation that requires quite a while to work 
through. Of course, you can’t guarantee that you'll sit down at the 
Start of the campaign and win every scenario the first time; your path 
to victory might be slightly delayed by a few ‘technical hitches’ along 
the way; in fact, that’s what we hope because that means the Al is 
really giving good players a hard time.” 
_ Continuity of play will be built into the campaign. As players com- 
__ plete scenarios successfully, they'll be able to select heroes, objects, 
and armies to carry over into the next scenario (depending on the 
_ links between the scenarios; in some cases a hero or item may not be 
called for later on). Players will also be awarded points (depending 
on their successes) which can be used to improve basic army stats, 
thus letting them create a force with a bit of personal flavor. Missions 
will also be linked with animations, and will include commentary 
__. from Lord Bane himself. 


+== FIELDS @F BATTLE =< 


Once you've completed the campaign (or in preparation for it) 

you'll be able to tackle the usual complement of pre-made scenar- 

ios (the final number's not fixed yet, but expect around a dozen) 

and an unlimited variety of scenarios from the random mission 
generator. The pre-made scenarios will exist in the same world as 
that presented in the campaign, allowing SSG “to provide a much 
richer background to [the] scenarios, and to go into some detail 
with histories, maps and so forth,” but they will be different from 
those in the campaign. 

In general, they will be tougher than those produced by the ran- 
dom generator, as SSG has hand- crafted them to set up challenging 
situations; also, they will tend to look nicer as well, because extensive 
post-processing of the maps will give them a much more natural 
_ appearance. Scenarios can have from two to eight players (depend- 
ing on the scenario design), either three levels of computer oppo- 
nent, human players, or none at all. If you wish, you can even make 

___ neutral computer players more active (once attacked, they'll start to 
__ produce more armies). You'll be able to set handicaps for better play 
_ balance between beginning and experienced players, and you can 
even choose the form of “combat dice” you wish to play with (appar- 
ently there's a debate raging amongst Warlords aficionados as to 
____whether quantity of units should win out over quality). 
Scenarios will range in map sizes from 32x40 for quick games to 
128x160 for the epic encounters (hmmm; an eight player game on a 
tiny map could be a truly vicious affair). Maps will feature different 
terrain sets (plains, bad lands, etc.) as well as different tiles (clear, 
rugged, and so forth) within a set. The random map algorithm has 
been expanded over that of Warlords Il; gamers can now specify gen- 
_ eration of single continent maps or maps with a specified number of 
1 or islands. An army list can be pre-defined, as can things like 
shield type, city Seno, and ere so use 
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be able to get quite a lot of customizability out of the random maps. 

As with Warlords, cities can be of three sizes—village, town, or 
citadel—and different visual styles. Hero quests will now be offered 
through cities instead of through temples, with quest difficulty 
dependent on city size (only citadels will offer all three levels of 
quests). Captured cities no longer offer up the unit types considered 
unique to a particular side, instead giving only the types common 
to both sides. Ports are now separate from the cities they are associ- 
ated with, which means you can now capture (and raze) a Port while 
its entrenched defenders watch helplessly from the safety of a city’s © 
ramparts. Temples and Ruins are much as they have been in previ- 
ous games, but a new structure set called Sites has been added 
(Ports are actually a form of Site now); sites will offer the nearest city 
a bonus of some kind, including extra gold (Gold Mines and Fields), 
military bonuses (Stonemasons and Swordmasters), and improved 
production times (Blacksmith). As with Ports, Sites can be captured 
and razed. 

Brederbund and SSG will not be including a scenario editor with 
Warlords Ill. The post-processing they do on the pre-made scenarios 
goes beyond the capabilities of the in-house editing tools, and the 
fact that all units are now animated in some detail would, they felt, 
make an editor useful to only a tiny part of the Warlords audience 
(not to mention delaying the project and pushing up costs); they 
instead chose to focus on expanding the core of the game. They do 
not rule out, however, the possibility of some kind of editor being 
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See, PUFFING SOMME rn 
MAGIC IN Y®UR LIFE 


While the Warlords games have always been primarily games of, well, 
warfare, they are also games of fantasy, with mythical beasts and magi- 
cal implements. Despite the intense strategic aspect of the games, 
Whiley says “a lot of people wanted magic in the game; they felt that it 
belonged in the game and so did we.” Adding magic, however, had to 
be done carefully so as to not detract from the game’s main emphasis 
and gameplay; says Chow, “what Steve Fawkner didn’t want to do is, he 
did not want it to become a magic game... he wanted this to be 
about strategy and combat like traditional Warlords were (and magic’'s 
an option, by the way; you can click it off). He didn’t want it to be an 
overwhelming force; he didn’t want people to be thinking of magic as 
much as Boots of Speed or Ring of Flight... although it is very valuable 
particularly if you get certain spells; it does take quite a bit of decision 
making—you don't get a ton of spells, you get enough mana to cast 
one or two spells [per turn] and you don't cast spells during combat— 
they're all [applied] pre-combat.” 

What they’ve come up with is fairly simple, limited magic method 
based on a tri-color “mana” system. Cities will supply a side certain col- 
ors and amounts of mana; not all (or even most) cities in a scenario will 
provide mana, so it will be a fairly scarce strategic resource. White mana 
users Can use mana supplied by White or Gray mana cities; Black from 
Black or Gray providers, and Gray users can use any color of mana. 
Different hero types will have different magical abilities; some can learn 
no spells at all, while only a few are wide-ranging magic users.When a 
hero gains a level he or she may be able to add a new spell to his or her 
repertoire (up to the limit of spell types for that class), and gets bonuses 
for existing spells. The spell list will be fairly small, but judicious use of 
the spells could have an important effect at just the right time. Spells 

include things like reanimate, invisibility, flight, and bravery. 


Set @F HER@ES AND ARMIES =e 


Warlords is nothing without its heroes and armies surging across the 
lands and over the seas. Warlords III in its current form consists of 
some around ten hero types and over 60 army types. Players of 
Warlords Il requested more differentiation in the sides, and that’s 
been implemented in Warlords Ill; the version we saw had 173 stan- 
dard sides, including Knights, the Human Empire, Barbarians, 
Dwarves, Undead, and Orcs. Some unit types will exist on multiple 
sides (humans of all sorts will have light infantry, for example, and 
elves good, evil, or indifferent will have elven infantry), and a few will 
be specific to one side (only the Undead will have Boneships, vessels 
of necromantic magic made of bone). Not all pre-made scenarios will 
have all unit types available for a side, but it’s anything goes with the 
random mission generator; in fact, you'll even be able to design your 
own sides in case you really do want to mix those Pegasi and those 
Zombies. Each side has a variety of troop types: up to eight regular 
types, three mercenary types (you can't build mercenaries; instead, 
you have to wait for them to offer their services), four allied types 
that may come with heroes or ruins, a single ship class, and up to 
four hero types. 

The role of heroes and the amount of detail behind them has 
grown significantly for Warlords lil; Whiley says,”in each iteration of 
the game we've increased not necessarily the overall role of 
heroes—they have that strategic value and that hasn't fundamental- 
ly changed—but people really like to improve them, to see them go 
up levels, to see them get stronger.” Heroes can now gain up to ten 
levels, and there is a greatly expanded range of hero abilities; these 
abilities vary depending on the hero type. The types in the current 
build of the game include the Wizard, General, Priest, Necromancer, 
Paladin, Ranger, Vampire, and Shaman. Some of these are the heavy 
magic wielders (Wizard, Necromancer, and Priest), while others have 
skill sets that lie primarily in the area of conventional warfare 
(General, Paladin) with little or no magic. As the heroes gain levels 
they are given points with which to purchase new or improved abili- 
ties; it’s up to the player to decide whether to pump up a hero ina 
particular skill area or to spread the abilities more evenly. 

Armies are much as they were in the earlier games, although the 
list of types has been expanded to over sixty. You'll get your standard 
medieval types (archers, knights, cavalry, ballistae, catapults), a mix- 
ture of classic fantasy types (elves, ogres, orcs, and giants), under- 
world nasties (ghouls, skeletons, zombies), and a few we've not seen — 
outside of Warlords (iceguard, Dwarven Runners, Plague Carriers and 
everybody's favorite, the Wolfriders). Some of the armies will have 
special abilities, or will be able to acquire them, and in the Campaign 
game some units will, in essence, gain experience as they move from 
scenario to scenario, but for the most part your legions differ little 
from those in earlier Warlords ages. 


See, IN TIME FOR SOME —s 
SUIMER CATPAIGNING 


The above only touches on the major features of Warlords ill. The 
whole diplomacy system, for example, has gotten an upgrade (other 
players will react to you in relation to themselves and their friends 
instead of to your overall standing). The game will feature both hid- 
den map and fog-of-war functions, merchants will come calling to 
sell you rare items at a very rare price, a military advisor can discuss 
potential battle outcomes, reports galore, allying yourself at game 
setup to allow for an “allied victory,” and an all-new Al engine based 
on the years of work that has gone into SSG’s upcoming The Last 
Blitzkrieg wargame. Unless Lord Bane intervenes, the game should be 
offered up to Warlords everywhere sometime this summer. 
4 EO SS 

In working on this article we got a chance to speak with Gregor 
Whiley over the phone about Warlords \ll and its development. Space 
constraints keep us from being able to bring you the entire interview 
here in the pages of CGS+, although portions of it have been used in this 
article; you can, however, find the full text on this month’s CGCD in ik 
Extras section or at the Computer Games Online web site 
(www.cdmag.com). 
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Today it’s Floyd. Tomorrow, the greatest pilot in the Star Wars® universe could be a dentist 
in New Jersey. That's the beauty of X-Wing vs. TIE Fighter’. It allows you to engage in 


head-to-head combat against real people over modem, network and the internet . It’s a 


real first, and it’s in real time. The graphics have been galactically enhanced. The flight 


. r = = 
* : 
= * ‘ B 
* a : , : 
. = 
* ‘ ; 
; > 
: . . 
= * * * s é = - 2 
2 * 
=? 
& * . 
* 
* & : 
« * - : 
* “ ;: 
: ; 4 
* ‘ * * 3 a 
* ° : . , 
* 
* * 
: 4 © : * ‘“ 
hd my * 
. * * : 2 pe 
eee , on 
* 
aa 
. 
, > 
bed " 7 . z 
ve . * . * * 
“~ . 
>. * . ° ‘in 
> : . 
> : 
eo : . 
» 
> 
> > 
I ‘ = | : 
> 4 : 
> o : 
i s 
: 3 
° > 
a 
a 
> i 
*. . * s | 
. e : 
- ‘* 
7 = -* 
; “~ - 
‘ ° * : 
° - 
f ? = Fe 
ad : . { e* ; *’ HO : 
* 
x . . a ‘ . . — * sat ) | + ; 
j ° 
, . 
ee ° (Hoye from Accounting.) 
x : » * 
. 7 : 
" 4 . >. . 
: - . : 
™ 7 . s 
* —_ 
" . . . . E 
> * > 
® >. > > . . " x 
. e 
. e . - : 
; ° > > . 
. ; ; 
a = 
> = 
: + 
> e e ~ 
e . 
. > 
> >. ; 
. . > “ se . : 
> . “ . . 
* o _ 
, —— 
> * 
. . < > e * 
. * o - » . 4 : 
? -@° * z 
. 4 ng > + 


engine is phenomenal. The new missions are masterstrokes of space mayhem. There’s 


even single player campaigns for an all-new explosive experience. No wonder Computer 


Gaming World proclaims X-Wing vs. TIE Fighter “number one on every space sim-er’s 


wish list.” And if you don’t believe them, just ask Floyd. http: / /www.lucasarts.com 


© 1996 Lucasfilm Ltd. All Rights Reserved. Used Under Authorization. Star Wars, X-Wing, TIE Fighter and the LucasArts logo are registered trademarks of Lucasfilm Ltd. The ratings icon is a trademark of the Interactive Digital Software Association. 


FEATURE 


f early this year 
someone had suggested the game we 


would ultimately select as our“Game of the 


Year” for 1996 would be a 3D shooter with 


little actual shooting and no multiplayer 
play, feature a gun-toting, bullet-chested 
female protagonist, and be designed by 
England’s Core Design, they would have 
been told they were insane and deranged. 
Well, it’s been that sort of year, because 
when the votes were tallied, the “Game of 
the Year” for 1996 is Eidos Interactive's 
Tomb Raider. 

Before you fire off that nasty e-mail ask- 
ing how a magazine with “Strategy” in its 
name could give an action game “Game of 


the Year,” consider the general changes the 
market has gone through over the past cou- 
ple of years. Once Doom made people take 
notice of the PC as an action game plat- 
form, the genre exploded, influencing 


everything from adventure to strategy 


game design. But Tomb Raider is more than 
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ADVENTURE 


~ DreamWorks Interactive 
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another reason we feel Tomb Raider stood 


out in 1996 is that the industry’s gotten 
quite conservative aesthetically. It’s been a 
year when most of the contenders for our 
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Might and Magic II, Command & Conquer: Red | | 

Alert) or layers of complexity (Master of : olopace 
; e Meridian og 

Orion Il), others managing to make subtle 

improvements on an already sterling sys- 

tem (Civilization II), still others primarily 


technology showcases piggy-backed onto 


typical gameplay (Quake, Duke Nukem 3D, 


Syndicate Wars). Tomb Raider was a daring 
break from the confines of its genre, featur- 


ing a female protagonist in a macho-male — 
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dominated genre, a third-person perspec- 


design emphasizing exploration and adven- 


ture over mayhem and murder (though 
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there was some of that). 

There's a sense of awe and wonder 
Tomb Raider evokes with its level design 
alone; beyond that, the game is great 
drama, particularly in the later levels. Scan 
the room, check out the architecture, look 
toward the ceiling or over the edge of a 


cliff, jump across a gorge, clinging to the 


edge while crocodiles flail away below. 


Yeah, Lara Croft is a super hero, and Tomb @ bommand — Red Alert —Wxtwond Shadi: 


Raider is a super game. 
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Heroes it Win an 0 ll - 
Master of Orion L ~ MicroPros 


The same is true of Jane's AH-64D Longbow, 


a game that lived up to the reputation Andy 
Hollis established while at MicroProse. And 


the venerable Links LS proved another win- 
ner from Access. 


In the strategy game categories, 
Command & Conquer: Red Alert and 
Civilization Il were enormously successful for | 
a number of different reasons, but a game 
like Looking Glass Technologies’ Terra Nova is 
currently residing in the bargain bin. 
TalonSoft’s Battleground system, refined and 
nearly perfected, was represented by three 
games this year, and their total votes put 
them ahead of the pack. One game that 
broke with some public critical opinion was 
DreamWorks Interactive's brilliant The 
Neverhood, a game that managed not only 
to attract all the adventure fans in the office, 
but also the “other guys,” with its stunning 
visual style (claymation never had it so 
good) and incredible music. 

In general, it’s been a pretty good year. 
Computer games are evolving to a new level 
of sophistication, production values are 
going up, prices in some cases are going 
down (kudos to New World for the $39.95 
list price of Heroes of Might and Magic II), and 
gameplay is evolving. Here’s hoping 1997 
follows suit. 


The awards were selected by a panel of 
judges, including: Andy Backer, Steve Bauman, 


Joe Grant Bell, Michael Bowen, Tom Chick, Ben 
Chiu, Jason D’Aprile, Lee Johnson, Chuck 
Klimushyn, Jeff Lackey, Robert Mayer, William — 
Nielsen, John Nolan, Dan Olawski, Richard 


pea Mike Robel, Tim Royal, Peter Smith, 
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5 This Summer, real-time action-strategy reaches new 
Oe ~=—s heights — with groundbreaking Internet warfare. 


Cy Ter Aries 
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y the end of 1997, gamers will be 
seething at every syllable of “It’s just like 
Quake.” They'll lock their doors, and erect 
concrete slabs against their window sills, 
trying to avoid the coming insurgence of 
wanna-bes. By the middle of 1998, how- 
ever, it could all be forgotten when developer 
Monolith starts a Riot. 

Originally titled MetalTek, the current working 

_ title is now Riot, and it’s got every element to 
become most things to most people. First off, the 
chance is very high that 3D accelerators (like the 
current 3Dfx-based Righteous or Monster 3D 
cards) will be required, not recommended. Given 
what's packed into the game, it’s pretty easy to 
understand why. 

Space marines and wise-cracking blondes 
won't make the cut here. Transforming human- 
like robots (think Robotech) will skitter across vast 
3D worlds, 
obliterating 
everything 
with lasers, mis- 
siles, grappling 
hooks, and 
jump jets. Lest 
anyone think 
this is 
MechWarrior 2 
enhanced, note 
that the game isn’t intended to 
compete with any game currently 
available or scheduled for release 
this year (hence the steep 
requirements.) 

As the first-born spawn of their 
new DirectEngine technology (see 
related story, page 26), this game 
has a lot to live up to; the progno- 
sis so far points to a successful 
operation in progress. It would go 
against Monolith’s creed not to 
push every aspect of the design to its limits. Literally everything in 
the game is expendable by brute force. The concept of “levels” is his- 
tory: players will enter and exit buildings to run around outside land- 
scapes which can only be described as Super Mario 64 meets Magic 
Carpet. Don't like ground combat? No problem. Simply jumpjet into 
the stratosphere, and take the battle to the not-so-friendly skies. 
There's no limit to the size of any given map. A single building in the 
game (let alone the outside world or any other building) can easily 
be eight to ten times larger than the biggest Quake map. Even the 
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ers if this robot’s las 
were “Gee, what a pretty ceiling” 


a It used to be that an image this crisp was 
a cut scene. Not anymore 
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game's time of day can be deter- 
mined by the real time of day. 

Lead designer Mike Dussault 
describes his “baby” best:“The out- 
side feeling should rock. You'll be 
able to blow craters in the ground, 
fly into the cloud layer, run in knee- 
high water, go underwater, etc. Huge 
explosions will light up hillsides. 
Every world will be distinctly differ- 
ent from the others, and remain in 
context with the storyline. Hopefully, 
every object will be interchangeable 
from game to game. A mech from 
Riot, for example, can be placed in 
an RPG game, and so on.” 

On paper, the concept of interpo- 
lated motion capturing (placing 
electrodes on some lucky bloke’s 
body to capture subtle nuances of 
human motion) sounds like some- 
thing used car salesmen spew dur- 
ing a pressure sale (“This Yugo has a 
special ‘bounce’ feature that'll keep 
ya regular”).In actual game play, 
though, it creates an eerie, lifelike 
movement for your enemies. 

Multi-player fanatics will be ecstat- 
ic if Monolith can pull off its vision for 
the product. Possible plans include a 
super-server hosting thousands of players across the Internet; teams of 
mercenaries storming bases and attacking other players;“sysops” who 
will create new campaigns, enemies and worlds on a continual basis. 
For solo gamers, a team of professional anime artists 
are developing a complete story line involving the 
player in distinctive missions (as with Dark Forces). 
Current games leave you thinking “Gee, I’m at 
level 42. If | get past this, I'll be at....um... level 
43.” Riot, on the other hand, will attempt to 
instill thoughts like “I've just rescued Boba Fett 
from the tyrannical Princess Leia. Now I've got to 
get him back to Denny’s before the Grand Slam 
breakfast special ends.” 

The rest of the industry currently seems 
distracted developing Qlones of Quake. 
Monolith, however, quietly labors away on 
the next generation of 3D gaming. Riot, 
with its steep requirements and aggres- 
sive list of features not yet seen in gaming, fits right into that next 
generation category. If they can pull it off, come this time next year 
Unreal might be real far back in gamer’s minds. -Tim Royal 
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Survival comes down to two things, the role of strategy. 


And the roll of the die. 


broadsword has there been a more realistic way to experience the pace of 
battle. The new CD-ROM version of TSR's blockbuster hit, DRAGON 
DICE, takes you ona dangerously realistic journey into one of the most 
challenging and popular fantasy dice games ever. 

This animated DRAGON DICE adventure, begins in eons past, when 
the strength of the sword or the spell power of a sorcerer was the only 
difference between a glorious life, and a vicious, terrible death. 

You'll have to use all 128 of the games built-in computer dice to build 
your own dice armies, to scout enemies, and to avoid traps. Plus, each 
DRAGON DICE CD-ROM comes with a limited and collectible, TSR 
sanctioned DRAGON MASTER die. 

It's the most true-to-life dice battle of strategy you've ever encountered. But beware, because only the 
extremely talented, or the unbelievably lucky will survive 
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@ Basep on TSR’s BLOCKBUSTER STRATEGY HIT, DRAGON DICE. 
ag CUSTOMIZE ENDLESS ARMIES FROM EVERY DIE AVAILABLE FOR TSR'S ORIGINAL DRAGON Dice (ALL 128) 


wg’ SINGLE PLAYER OR A 4 PLAYER NETWORK MODE DRAWS YOU INTO THE RICH HISTORY AND 
STORYLINE OF AN ANCIENT AD&D” UNIVERSE 


og BEAUTIFUL ARTWORK AND DICE -TO-CHARACTER ANIMATION BRING THE POPULAR DICE GAME TO LIFE, 
CREATING A RICH GAME PLAYING EXPERIENCE 


Coming soon for Windows 95° Download the interactive preview at www.interplay.dragonplay.com 
Check out TSR’s DRAGON DICE gate available now. 


DRAGON DICE™ a 1996 TSR, Inc. Used by Interplay Productions under lic ense from TSR, Inc. INTERPLAY is a trademark of Interplay Productions. All rights reserved. AD&D and the TSR logo are trademarks of TSR, Inc 
$ 95® is a trademark of Microsoft Corporation. A rights reserved 


INTRODUCING DRAGON DICE ON CD-ROM. Not since the invention of the 


on 


BY GAMERS. FOR GAMERS.” 
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Command & Conquer Gold Edition for Windows® 95! 


ALL-NEW GOLD EDITION FEATURES 


Super VGA Graphics intensity 


Revell aaie lave mes cell (=1anl=10)1 
Internet Head-to-Head play 


Play against competitors across the world 
with Westwood Chat* 


New Command & Conquer Theme Pack includes 
screen savers, icons and desktop patterns 


Available at retailers everywhere Command & Conquer is a registered 


trademark of Westwood Studios, Inc 
of call 1-800-874-4607 (i oy WOOC © 1997 Westwood Stu ie ie: A rights 
* Donnicac ovick s rese ee ee ae registered 
Requires existing Internet access Ss a Galea ek of wachiaeecs Siar 


www.westwood. com 
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~ An online Engage-ment 


Another Internet gaming service goes live 


he current plan calls for March 15, 1997 to 

be the day Engage Games Online is fully 

functional and competing with the likes of 
TEN, MPlayer and the horde of other Internet 
gaming services. Engage’s biggest asset is its tie 
to Interplay, which gives it license to pretty much 
all the company’s multiplayer games, from 
Descent Online and Castles II to future games like 
Descent to Undermountain. 

Engage is trying to be more than just a gam- 
ing service, and has social gathering chat areas 
like Billboard Live! (and Human Beans coming 
soon as well); this might all be well and good in 
theory, but (in beta) there’s almost no one 
using this feature, which tends to prove that 
the play’s the thing. After all, gamers have a 
tendency to chat just long enough to get the 
game going, with the occasional trash-talk 
forum in-between, and Engage is set up so that 
not even this minimum degree of chatting is 
particularly necessary. 

Original titles like Splatterball (a first-person 
paintball shooter) and the vastly more popular 
Magestorm give Engage a few more points of interest. Magestorm in 
particular could turn into an ace for the service. It’s a first-person 
shooter where you take control of a magic user (pick from such class- 
es as mage, cleric, illusionist), whom you actually create from scratch. 
The object is to gain power by taking over the shrines and power | 
pools scattered throughout the level, while preventing the other 
team’s mages from taking over your home shrine and pools. You gain 
experience points and new spells that do a variety of offensive and 
defensive things as you progress. The graphics are quite good (in 16- 
bit color), and though the action is slower paced than the average 
Doom-style game, it runs well even when there are a ton of people in 
one game. 

Descent Online runs well most of the time (though lag does tend 
to rear its ugly head often enough), but it uses the original Descent 
engine, which looks terribly outdated with its low-res graphics, espe- 


ot 


Splatterball is an attractive paintbail game that can hoid around 40 


people at a time and uses the same engine as Magestorm 


© 
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Even with its low-res graphics, Descent Online is still a solid, fun multiplayer game and usually 
attracts plenty of gamers 


cially during the times when you can't tell if that’s a missile to pick up 
or an opponent ahead of you. Admittedly, Engage has an impressive- 
ly long list of games they plan to put on the service, though only 
Descent Online, Magestorm, Splatterball, Billboard Live!, Warcraft Il, and 
the text-based horror RPG Darkness Falls are available in the beta 
phase of the service. More titles will be added regularly, including 
Tele-Arena, another RPG with old MUD roots though supposedly 
greatly enhanced. 

In addition to being available on the Internet, Engage will be 
offered on both AOL and CompuServe as part of their basic services. 
Pricing wasn't decided at press time, and with MPlayer’s sudden 
move to a free service, Engage will likely be forced to follow suit to 
stay competitive. If it does, Internet gamers everywhere are in for a 
real treat, provided the company manages to keep its promise of 
bringing high-profile games online. —Jason D’Aprile 


Jlamia Deeps | 
You're in a very Large room that 15 partitioned inte two parts. In the western tw 


thirds of the room lesser demons train under the tutalage of major denons, th the 

eastern section of the room povertul Priests oF Arnak weave their most powerful spells, 94 

binding primordial chaos to captured human souls thus torming new demons. : 
a 

Ubvious exits: out 

You also see a Sign. 


it 1S currently Night. 
ihe current Light level in this room is din. 


Command: Malcies: “no one DUt us 15 Crazy enough to play” 


little fantasy horror text game which will likely garner fans with long 
attention spans 
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From the developers of WarBirds™ 
mt ©) all ats @y-| pals) @)eidalsen 4-7-1 
- PC Games 


“ICI blasts Online Gaming into the Next Century!” 
- Computer & Net Player 


“Take Privateer, mix in a little Capitalism, and sprinkle with some Civ...” 
- Computer Gaming World 


As featured in February 1997 


N. amount of computer “simulation” will prepare you for life in the Dar System, 
because in Planetary Raiders no one plays against the computer. 
Your enemies, allies, and competitors are hundreds of living, breathing human beings, 
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Will the next player you meet offer a trade alliance, or would he rather blast you out of 
the sky? You'd better choose your friends carefully, because in this world, nothing is 


predictable. 


Multiplayer Internet Gaming 
for Windows® 95 


Download Planetary Raiders for free off the Internet at 
WAWAWALGL@ flanlonne@e)an 


Planetary Raiders is not available in stores. 
For additional information or to set up an account today, call (817) 424-5638 


WarBirds and Planetary Raiders are trademarks of Interactive Creations Inc. All other trademarks are the property of their respective owners. 
Interactive Creations Inc. 1701 W. Northwest Hwy, Suite 220, Grapevine TX 76051 


(Equally effective on humans. ) 


Descent” Warcraft™ II: Tides of Darkness, Rolemaster: Magestorm™ Splatterball", Darkness Falls 


Billboard Live!™ Trivia, Rolemaster: The Bladelands™ and Neverwinter Nights™ — th 
oO come— now available on ENGAGE games online. All with no monthly s iption fee: 


ere st of janes y al | levels, with real- -time oe rooms a pe board: 


ww.engagegames.com 
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SimCity 2000, t™~” Myst | 


the Internet 


Duke Nukem Does Civilization Il 
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The first strike 


Mpath Interactive starts the online gaming price war 


initiated. Without warning, on February 13, Mpath Interactive's 

Mplayer online service officially went from a subscription, pay-for- 
play service to a free and nearly-free service. The Internet gaming service 
will now be divided into two different sections, MPlayer and the $30-a- 
year MPlayer Plus. MPlayer Plus will offer more special services and high 
profile games such as Command and Conquer, Red Alert and Diablo, 
while the regular totally fee-less portion will offer games like Quake, and 
various Hasbro titles such as Scrabble and Battleship. 

According to MPath’s president and CEO, Paul Matteucci,“Game 
developers tell us that gamers are demanding that new games feature 
free Internet play. By offering great value to game fans, the MPlayer free 
zone will help developers boost their retail sales, without developers 
having to make a huge investment in technology and a managed server 
infrastructure.” 

Mplayer’s move is exciting for Internet gamers for a few reasons. 
MPlayer is generally regarded as handling latency issues better than 
anyone, especially TEN, which can be notoriously fickle about letting you 
play if your connection is problematic at all. Also, MPlayer is adding a 
facet to their service many battle.net players are screaming for: regulat- 
ed, cheat-free Diablo games. When the new MPlayer Diablo server is up, 
characters will be stored on the server itself, not the end user's machine, 
theoretically eliminating the possibility of character modifications. 
MPlayer has also said they will probably keep a normal Diablo server up 
and running for those who prefer keeping their characters themselves. 
MPlayer also has the best tech support around, if only because you 


T he first nuclear strike in the Internet gaming service war has been 


always know where it is. They have live, on-line tech people you can go 
to when problems arise (in addition to MPlayer Wizards who frequent 
game channels, keeping an eye on things and helping out those with 
problems). This should also help dampen player killing in Diablo as well. 

At the time of this writing MPlayer still forces you to start from a web- 
browser before it actually loads up the main MPlayer game launcher, but 
this will change as a new front end program is implemented. The service 
also lets you know (much like TEN) if your software is outdated, and 
either tells you where to get the new upgrades/patches, or patches you 
automatically, which is an excellent feature, and according to MPlayer 
will be improved further by eliminating any need to download game 
Starter files from the web, or go off line to install them; it will now be 
handled automatically. 


Those who signed up before March 1st will get the full run of both 
the MPlayer free zone and MPlayer Plus until December 31, 1997. If you 
sign up after, you will receive a free limited time trial to the Plus portion 
of the service. 

Now, the question is whether or not other services like Engage and 
TEN will follow suit to remain competitive. Even with TEN’s impressive 
external licenses (like Duke Nukem 3D), for instance, the rest of its line- 
up is comparable to MPlayer’s. Many gamers prefer not having to pay 
extra access charges for online competition; the possible value of 
doing so will now be put to the test by Mplayer’s move. The company 
has said that it will now rely on advertising revenue to make money; 
time will tell whether this choice proves sufficiently profitable and 
attractive. Jason D’Aprile 
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Command Post 


Clone and conquer... 


ear that rumble, off in the distance? 
It’s the sound of the nearly innumer- 
able real-time strategy games heading 
our way. I was going to cover something 
else—anything else-this month, but after get- 
ting announcements of five more of these 
creatures in one week (and yet another 
today), I thought I’d let you know how I, at 
least, plan to avoid being overwhelmed in the 
coming stampede. And a stampede it is; I 
count twenty-five games now on my list 
(although Red Alert and Battlemage are both 
already out, and another several will proba- 
bly ship by the time your read this). 

An aside, first: many readers don’t even 
consider such games strategy games, prefer- 
ring to instead apply labels like “click-fest” 
and “action,” and complaining that they can’t 
possibly hope to form a strategy in such 
gaming environs. To some extent I like to 
point out that this, golly gee, is surprisingly 
realistic; ask an actual platoon or company 
commander what real-life combat is like and 
I'll bet you’d find it a lot more confusing 
than a turn-based strategy game is. Of 
course, those real-life commanders have 
something we don’t: subordinates with brains 
who know how to react in certain situations, 
something all real-time games I’ve seen are 
pretty much lacking—at least until now. 

And that leads me into the main topic: 
how to deal with the stampede. First off, are 
you one of those types who has played every 
mission disk and shareware level released for 
C&C and Warcraft II, and you still can’t get 
enough? Well, then, you’re both in luck and 
in trouble, because many of these games look 
like they’ll be replicating the experience pret- 
ty closely (hence the phrase “Clone & 
Conquer”), and you'll be getting what you 
want, over and over again. 

If, however, you’re like me, hoping and 
praying for something—anything—to bring 
fresh breath to the genre, then here are 
some things to consider. Design: does the 
game offer changes to the basic 
C&C/Warcraft style of play? A game like 
Bungie’s Myth is going to be real-time, true, 
but from there it will differ quite a bit; it’s 
one of the few games I’ve seen so far that 
does; most of the rest are the typical over- 
head/quasi-perspective games. Dark Reign 
up front looks very C&C-ish, but purports to 
add better unit control and coordination (the 
missing “smarts” mentioned earlier). 

Then there is the setting to consider; while 
story often takes a back seat to gameplay, 
story can often drive the overall design (or, 
alternatively, similar designs can lead to 
development of similar stories). Several of the 
games coming involve monstrous corporate 


Interactive Magic’s Capitalism Plus 
kind of strategy game: Sierra's Ultimate Soccer Manager 2 
point you're mostly a spectator, hoping your strategic business and tactical soccer prowess pay off 


entities engaged in conflict, or humans fight- 
ing aliens. I worry that these games with sim- 
ilar stories will end up with similar gameplay, 
especially if they’re aiming at the CGC crowd. 

A complaint some folks had with Warcraft 
II was that the units and even many of the 
missions on the two sides were nearly identi- 
cal to those on the other (e.g., ax throwers 
equaled archers with only minor distinc- 
tions). Many of the games coming out seem 
to adopt this approach; change the graphics, 
change the description, and pretend you’re 
giving the gamer two different forces to play 
with when you’re only giving them the same 
force in a different wrapper. Even C&C, with 
its different units on each side, still had the 
problem of two essentially mechanized 
human forces; personally, P’ll be looking for 
the (few) games where the sides are totally 
different, both at the unit level (tactical) and 
overall (strategic). 

Of course, maybe it’s just time to sit in 
your gaming tree, considering other kinds of 
strategy games, while the stampede flows by. 
For example, we should soon see 
MicroProse’s Magic: The Gathering game, 


Setting up for a skirmish in Bungie’s Myth 


A different 
Sure, matches are “real-time,” but at this 


and sequels to other turn-based favorites 
including X-COM: Apocalypse (okay, it’s both 
turn-based and real-time) and Warlords II... 
turn-based, yes, but all quite different in 
style. You might even consider non-tradition- 
al strategy games; Interactive Magic will be 
releasing Capitalism Plus, the sequel to their 
business game from a couple of years ago, or 
you could even look at some of the sports 
games... no, no; not the ones with the action 
components, but the ones with the 
tactical/management components. For exam- 
ple, I’ve gotten a hold of Sierra’s Ultimate 
Soccer Manager 2 (released, as far as I know, 
only in the UK and Europe); not a lick of 
action in it, but it has elements both strategic 
(you manage the whole range of a soccer 
club’s operations, from advertising to mer- 
chandising to dealing with the bank-—in short, 
a business sim) and tactical (you can design 
tactics for your team to implement while on 
the field, but when the game starts you just 
watch) elements. 

Then, late in the year, you can descend 
again after the stampede has passed. Just look 
out for those real-time cow pies. —Scott Udell 
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On War 


The Recon Battle 


fter our look at naval and air warfare, 

we're back on the ground. For the 

next few months, we’ll examine land 
operations, using 7acOps(Arsenal 
Publishing). 

The key to winning is the recon-counter 
battle. When the OPFOR moves to contact, the 
enemy commander uses his reconnaissance 
units to determine where he will commit his 
forces. This process makes an excellent 
method for gaining information in any game. 

The advance guard battalion’s purpose is 
to destroy enemy security elements, destroy 
enemy main defensive area units (if possi- 
ble), and penetrate deeper into the enemy 
defense. If unsuccessful, it takes up a strong 
defensive position and waits for the rest of 
the regiment to attack. This phase of the bat- 
tle can happen in as little as one hour. 
Because of the timing and number of vehi- 
cles in an MRR, it is quite a challenge to 
destroy it. 

The regiment initially moves in a single 
column and deploys progressively through 
battalion, company, and platoon columns, 
until it reaches one kilometer away from the 
defender. There, the platoons deploy on line 
and launch the final assault. 

The key to defeating the enemy regiment 
is to destroy its reconnaissance patrols. This 
forces the enemy commander to fight blind 
or delay his attack while he conducts addi- 
tional reconnaissance. He won’t know where 
to aim his main attack; his artillery will 
therefore shoot according to his preplanning 
instead of at definitely spotted units. 


The best way to win the recon battle is to 
combine a Bradley Scout Platoon with one or 
two tank platoons. The scouts find the enemy 
and the tanks kill them. Artillery also sup- 
presses and destroys the enemy recon patrols. 

To illustrate the process, I’ll describe how 
the OPFOR develops the situation and my 
responses in a typical battle. Early on, my 
Scout Platoon spotted and destroyed the 
enemy recon patrol. The killer team and a 
tank-mechanized infantry team defended 
behind my counter-recon screen. My intent 
here was to have the counter-recon team 
destroy the enemy patrols and begin the 
destruction of the FSE. The Tank-Mech Team 
was to destroy the Advance Guard. 

The FSE appeared and I pulled out the 
scouts, leaving the tank platoon in contact. I 
placed artillery on the FSE, planning on the 
the tanks engaging soon. After partial destruc- 
tion, the FSE tried to find a favorable position, 
but was eventually destroyed. Soon the 
Advance Guard was spotted; it started pene- 
trating my defensive position, moving right to 
where I wanted him. Unfortunately, by that 
time I’d lost most of the defending team, and 
had to move my other forces in case the AG 
broke through. Eventually, however, I 
destroyed the AG and the main body started 
appearing in the South. Since I’d lost my eyes 
in the North, I estimated the other battalion of 
the enemy regiment is where I’ve indicated. 

At this point, I’ve won the counter-recon 
battle (at more cost than I wanted to) and 
stand an excellent chance of winning the 
whole battle. —Michael K. Robel 


Regimental Reconnaissance Timing 


Time Event Organization 

T-20 Regimental Recon Patrol 3 BRDMS, up to 40 KM in front of the 
main body 

T-0 Combat Reconnaissance Patrol 3 BMPs up to 40 KM in front of the 
main body 

T+10 Forward Patrol 3 BMPs, 1 Tank, Engineer recon vehi- 
cle, up to 40 KM in front of the main 
body 

T+20 FSE 9 BMPs, 4 tanks, 8 Mortars, 8 SP Guns, 
2 Engineer Vehicles, and 2 Chemical 
Recon Vehicles. Up to 30 KM in front 
of main body 

T+60 Advance Guard 25 BMPs, 9 Tanks, 12 - 16 SP Guns, 2 


ADA vehicles, and 3 AT-Vehicles, 20 - 
30 KM in front of the main body 


T+120-180 Main Body 
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75 BMPs, 27 Tanks, 16 Mortars, 18 SP 
Guns, 2 ADA vehicles, 4 SA-11s, and 6 
AT Vehicles 
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FSE Spotted 


Advance Guard Continues to Penetrate 


Create and Breed Your Own Artificial Life 


ENT Creatures™ and © 1996 CyberLife Technology Ltd. All rights reserved. Publis 
Mindscape is a registered trademark of Mindscape, Inc. All trademé 


66. it a game if you likes but this 
is the most impressive example of 
artificial life I have -seen. 9 


Richard Dawkins, Oxford University zoologist and author 


4 I first saw this program in the same 
week that evidence was discovered: of 
life on Mars- This is more exciting- 95 


Douglas Adams» Author of Hitchhiker's Guide to the Galaxy 


Hatching May 14th 


for Windows®45 and Macintosh® CD-ROM 
_mindscapegames-com 


d distributed by Mindscape, Inc. under exclusive license from CyberLife Technology. 
J registered trademarks are the property of their respective holders. 


Grand strategy across a dying galaxy 


Emperor of the Fading Suns 


SegaSoft 
Windows95 


ho would have expected it? A strat- 
egy game from SegaSoft? And not 
just any game, but a good one? 
This game seems an unlikely way for Sega to 
break out of its arcade image, but if future 
releases from the console giant are this good, 
we'll have to rethink our stereotypes. Of 
course, the people responsible for this game 
are none other than Holistic Design Inc., the 
same people who gave us Merchant Prince, 
Hammer of the Gods, and Battles of Destiny; 
Sega picked a proven team for their PC strat- 
egy debut. 

The game takes place in the universe 
Holistic created for its paper and pencil 
role-playing game. Five major noble houses 
battle for control of the remnants of the 
once mighty galactic empire, as the suns 
themselves begin to die, and all of mankind 
waits for the end of its days. Up to five play- 
ers take control of these houses, and com- 
pete via hotseat or email for the throne. 
Each house has five votes, or Sceptors, in 
the election of a regent (who can eventually 
seize the throne if powerful and lucky 
enough); the Church and the League (mer- 
chants and Guilds) also each have five 
votes. Much of the game revolves around 
lobbying for votes for regency elections. 
“Lobbying” in this context means extortion, 
bullying, and outright theft, of course; that’s 
what makes the game fun. 

Unlike many space-based strategy games, 
this one pays more than lip service to plane- 
tary combat. Players must master ground 
combat before they can master the galaxy. 
You begin on home worlds that are not fully 
pacified because of centuries of neglect and 
anarchy. Pacification requires military con- 
struction, which in turn requires discovery 
and exploitation of resources, which of 
course requires military power to uproot the 
rebels who (naturally) are sitting right on top 
of the richest finds. Add to this the unpleas- 
ant circumstance of impending starvation—as 
most houses begin the game producing less 
food than they eat—and the prospect of war 
with another noble house, and you have a 
volatile mix which should get any strategy 
gamer’s pulse pounding. 

Engineer units build cities, which can be 
anything from cathedrals to chemical plants; 
most city types build specialty units in addi- 
tion to the basic militia military forces com- 
mon to all. Harvester cities collect natural 
resources, while other cities process these 
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Promise her anything, but give her your votes...or else 
jump routes 
fellow heads House Hawkwood; he isn’t doing to well though 


into specialized products used in manufactur- 
ing advanced technology. What technology is 
available depends on the research efforts of 
laboratory cities, each of which can research 
a different technology. Research costs 
research points, but so does maintaining 
knowledge of technologies already mastered; 
players have to pick and choose their areas 
of investigation carefully. Intriguingly, at the 
game’s start, players have units they cannot 
yet build. These remnants of an earlier age 
pose a delicious problem: use the firepower 
of a power legion to crush the rebels, know- 
ing you can’t replace it if you lose it, or save 
it for a rainy day, and run the risk of eventu- 
al obsolescence? Research decisions are fur- 
ther complicated by the presence of the 
Church, which proscribes some technologies 
as heretical and dangerous; researching these 
without permission runs the risk of a visit by 
the Inquisition, which in the Fading Suns 
universe fly around in spaceships and carry 
flame throwers. 

Add to this extensive diplomacy options, 
the capability to randomize most aspects of 
the game universe, a simple yet elegant sys- 
tem of space movement and combat, and you 
have a very deep, immersive game. There are 
a few problems, such as the manual being 
woefully inadequate, and summary informa- 
tion and statistics are sometimes hard to 
access, but these flaws are minor, and do not 
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detract much from the game. Emperor of the 
Fading Suns is easily Holistic’s best work so 
far, and while it retains some of their earlier 
flaws, it builds on their successes to a much 
greater extent. If you want a serious space 
warfare game, and are up for an original, 
well fleshed-out universe to play in, look no 
further: SegaSoft and Holistic have what you 
want. —Robert Mayer 


Musket Fire Series 
By Design 
Macintosh 


It wasn’t too long ago that computer 
wargames were an austere affair. Graphics 
were limited to simple, color-coded terrain, 
and units were line-drawn icons. Now 
wargames have turned into multimedia 
works which rival the latest adventure games 
from Sierra in CD gloss. It was with some 
trepidation, then, that I booted up By 
Design’s Musket Fire series. Each battle is 
contained on exactly one high density 1.4 
meg floppy. Surprisingly, By Design has man- 
aged to cram a lot of game into that slim 
amount of storage. 

First, let’s get the negatives out of the way. 
The series’ graphics are at best of strong 
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shareware 
quality. Units 
are cartoon- 
ish represen- 
tations of 
cavalry, 
infantry, and 
artillery. 
Terrain fea- 
tures are uni- 
formly 
square in 
appearance, 
while build- 
ings are 
almost all 
identical. 
Those need- 
ing 3D isometric topographical maps and 
units that could pass for hand-painted minia- 
tures should look elsewhere (although since 
this is a Mac game you may not have much 
else from which to choose). Don’t expect his- 
torical background music or authentic digi- 
tized cannon fire, either. One could count the 
sound effects on one hand and....well you get 
the picture. If you’re still interested, there is a 
solid game engine to be enjoyed. 

By Design currently offers four of 
Napolean’s battles. These are Borodino, 
Austerlitz, Friedland, and Waterloo. They’ve 
started work on battles from the American 
Civil War and hopes to have these available in 
mid-97. Each battle is available for approxi- 
mately $25, although By Design runs specials 
on occasion (two-for-one, freebies with sub- 
scriptions to their Napoleonics magazine, etc.). 

The games take place at the brigade level. 
Each game square represents about 400 yds 
and each turn represents about 30 minutes of 
real time. Units are rated in line and column 
formations for fire and melee factors. There 
are also morale and movement ratings. 

The heart of the game is to make success- 
ful decisions regarding which formation and 
facing to employ with the different combina- 
tions of arms. In addition to line and column 
formations, there are options to employ 
square defensives, and all-around formations 
for town defensive. Artillery can be limbered 
for movement or unlimbered for use. 

Musket Fire is an excellent introduction to 
Napoleonic combat. The game engine illus- 
trates well the trade-off between movement 
expediency and combat efficiency which 
results from the different formations. 
Movement costs will vary not only with the 
terrain type being entered, but also with the 
formation being employed. Infantry generally 
fight best in lines, but cavalry is most effec- 
tive charging in columns. Square formations 
are the strongest for repulsing cavalry 
charges. The use of skirmishers, though, is 
curiously absent. 

Morale plays an important part in the 
series’ combat system. Morale checks are 
required to charge and melee with an oppo- 
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nent. Units can become routed and will flee 
for the hills until they pass another morale 
check. Leaders are present but play a limited 
role; they do not enhance the direct strength 
of a unit, but will significantly boost morale. 
The series succeeds in recreating the frustra- 
tion commanders must have felt to see an 
important part of their line break and run, 
or a unit fail to make a critical charge 
because of a contagious “lack of nerve.” 

Most features which are standard in 
wargames have been included. There’s a 
fog of war option to simulate obscuring 
battle smoke. One degree of zoom-out is 
provided as well as an overall strategic 
view in standard military nomenclature. 
The AI is competent, but most suited for 
defense. It is adjustable, but higher AI set- 
tings seem to just affect probability out- 
comes. Unfortunately, a modem play option 
is not present. 

The replay value of each individual battle 
may be limited, and the different battles 
resemble each other except for terrain differ- 
ences. Though a scenario editor is present, it 
only allows for the moving and deletion of 
units. Units cannot be added or modified. 
Some battles do include additional scenarios, 
such as what might have happened if 
Marshal Grouchy would have arrived at the 
same time as the Prussians at Waterloo. 

Although Musket Fire is a return to an earli- 
er austere form of wargaming, Mac enthusiasts 
will find much to like in the series. By Design 
is currently only selling the games by direct 
order. They may be contacted by phone at 1- 
800-527-7472 or by e-mail at 
designinc@aol.com; their address is 105 Tena 
Marie Circle, Lodi, WI 53555. 

—Chuck Klimushyn 
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Settlers IIGold/ 
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Last year’s release of The Settlers II was 
received with applause in Europe and barely 
a notice here in the US. A sequel to The 
Settlers (known here as Serf City), it greatly 
improved the visual look of the original but 
kept gameplay (which can best be described 
as SimCity meets Populous) largely the same. 
While it had problems in interface and docu- 
mentation, it was still quite enjoyable; I was 
happy to take a look at the expansion, called 
The Settlers II Mission CD (for those who 
already own Settlers Il) or The Settlers II Gold 
(the complete package for those who haven’t 
tried it yet). 

Gameplay-wise, things seem exactly the 
same. The abstruse interface hasn’t 
improved in any obvious way, the graphics 
are still beautiful, and there’s even the same 
catchy tune when you first start a game. 
BlueByte gave us the manual that will come 
with the Mission CD version, and it covers 
only the new features; they claim the Gold 
package will be shipping with a completely 
revamped manual covering the whole she- 
bang. The speed-up that greatly improves 
playability is still hidden in a “cheat” code; 
hopefully they’ll at least document it in the 
Gold version. 

New features include an assortment of 
new missions, a new “real-world” campaign 
(you conquer the world piecemeal), and, 
most significantly, a mission editor to make 
your own maps. The editor’s interface is even 
vaguer than the game’s, and the tutorial in 
the documentation isn’t strong, but it gives 
you all the tools you need to build your own 
little world; it even has a validation feature 
that will warn you if you haven’t placed 
enough of something for the world to ’work” 
(note: this doesn’t guarantee that it will work 
well-that’s up to you). 

If you have and enjoyed the original 
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Settlers II, then the Mission CD is a must-buy; 
if you’re new to the series and you like a 
thinking-person’s real-time game that’s not 
heavy on the combat side, and are willing to 
deal with an initially awkward interface, then 
definitely check out the Gold version (note to 
educators: with the editor this is a great 
game for exploring cause-and-effect in a 
complex system). —Scott Udell 
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There is a world that the casual chess player 
is unaware of, a world inhabited by names 
such as Mchess, Genius, and Hiarcs. This is 
the world in which serious chess players live; 
an arena in which chess programs are mea- 
sured more by their playing ability than pret- 
ty 3D piece sets, by analysis capability rather 
than the quality of the background MIDI files. 
Within this rarefied atmosphere lives Rebel 8, 
the world’s most powerful chess playing pro- 
gram available on a personal computer. 

Says who? The Swedish SSDF is an inde- 
pendent organization that produces the 
most widely accepted computer ratings list 
in the world. Their current list was compiled 
by playing over 53,000 games on 162 com- 
puters. Rebel 8 currently ranks on the top of 
the SSDF list, with a calculated ELO rating 


of 2462. In other 
words, you won't 
have to worry 
about improving 
your game to the 
point where 
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for tournaments 
than in piaying 
with cool Star 
Trek chess pieces. 
Rebel’s list of 
features contains 
everything a 
serious chess player could need or desire, 
including powerful analysis tools, a flexible 
opening book editor, the ability to have four 
boards active at the same time, numerous 
methods for adjusting Rebel’s playing 
strength, Internet Email Chess support, and 
much more. In addition to its incredible play- 
ing strength, Rebel 8 plays an excellent posi- 
tional game (many chess programs rely pure- 
ly upon brute strength tactical skills). In 
short, Rebel 8 does everything a serious, 
world class chess program should do and 
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does it exceedingly well. It does not come 
with extraneous bells and whistles: no 3D 
chess set, sound is PC speaker only. 

Programs in this class are expensive; Rebel 
8 lists for $149. A “lite” version, Rebel 
Decade, is available for free at the Rebel 
homepage (www.xs4all.nl/~rebchess/). 
Also available at this site is a list of mail- 
order sources for Rebel 8. 

Bottom line: if you consider yourself a 
serious chess player, Rebel 8 should be on 
your computer. — Jeff Lackey 
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M.A.X. 


Send in the Clans 


.A.X. (Mechanized Assault & 
Exploration) is probably one of the 
best strategy games to come out so 
far for 1997. Its combination of unit types, 
simultaneous move system and addictive 
gameplay have made it a popular choice 
among some of the more fanatical strategy 
players across the globe. To assist prospective 
gamers with their initial forays into this title, 
we’ve formed a brief strategy guide to help 
your clan in its quest for planetary dominance. 


Getting started 

Unfortunately, like many products released 
these last few months, the game comes with 
a rather sparse manual; although you’ll find 
plenty of game background (including a 
gallery of nicely rendered unit photographs), 
the necessary information on how to play 
takes up only a third of the pages and skims 
over much a gamer needs to know. Luckily, a 
collection of short training missions is pro- 
vided; it is recommended that players try 
these out before venturing on to the 
single/custom/campaign games. In addition, 
those of us who might find the game’s learn- 
ing curve a little too steep can browse 
through the Tips Section (that’s the discretely 
positioned button on the New Game menu.) 
Here, the designers and playtesters have pro- 
vided two dozen or so general guidelines to 
successful gameplay. 

One of the interesting features of this 
game is the timed move system, where each 
player (computer included) is given an elec- 
tronic chess clock at the top of the screen 
and a time limit to complete each turn. Be 
warned that once this option is chosen it can- 
not be revoked until the scenario ends, so if 
you’re playing one of the larger scenarios (or 
your favourite GrandMaster drops in for a 
game) you might like to disable this feature. 

Finally, despite the assertion that the soft- 
ware works fine in Windows 95, I have 
experienced a multitude of crashes when 
running it under same. Unless magenta 
DOS4GW error messages appeal, I would 
strongly encourage running M.A.X. from a 
full DOS session. 


Construction 

If you check your mining stations you will 
usually discover that you are accumulating 
more resources than you can actually store. 
This is one of the primary reasons why you 
should build as much as possible as rapidly 
as possible. With most scenarios, your initial 
goal will be to build a small combat force 
and defensive installations to defend your 
base. Once you have done this, concentrate 
on building up more constructor and engi- 


An artic base 
under construction 


Air assets prepar- 
ing for a mission 


neer units. Your 
mines will function 
at full capacity for 
the entire game, so [. 
there is no reason ‘ea ce it 
not to build as # 
much as you possi- 
bly can. Keep 
checking your min- 
ing allocations to 
ensure that you 
can support your 
efforts, and use 
build queues as 
much as possible; this will allow you to 
ignore your mining stations for a turn or two 
if you are playing with timed turns and your 
efforts are needed elsewhere. 


Detection 

Contemporary combat doctrines around the 
globe highlight the importance of detecting 
the enemy as soon (and preferably as far 
away) as possible to develop a timely plan to 
deal with the opposing force. “What can be 
seen can be killed,” and life in the world of 
M.A.X. is no exception. Scanning is a vital 
aspect of all your combat operations, and is 
a responsibility that should not be shirked. 
This is heightened by the fact that most com- 
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bat units can fire further than they can actu- 
ally see. It is vitally important to keep 
scouts, mobile radars, AWACs and other long 
range detection assets positioned to spot for 
your long range weapons. If your vehicles 
start exploding for no visibly apparent rea- 
son, you can be pretty certain that some 
long range fire is being directed from 
beyond your detection horizon; shift your 
detection assets immediately to expand your 
coverage. Don’t expect the enemy to come at 
you from one direction, either; the AI in 
M.A.X. is more than competent enough to 
skirt your perimeter and attack from a differ- 
ent axis, so make sure your radar assets 
cover all avenues of approach. 


COMPUTER GAMES 


Defense - 

Despite the inherent difficulties in attacking 
an enemy, you still need to create an integrat- 
ed defense if you wish to survive the coming 
battles. As the attacker will choose where he 
wishes to assault, your defense will have to be 
both compact and deployed in depth. 

Compactness will ensure that a wide range 
of units/installations can cover all avenues of 
approach; it will also minimise the negative 
effects of an enemy assault on a small front. 
Depth is required to ensure that your front is 
not penetrated, allowing the enemy to flow 
through to your vital base areas. Once you 
have run out of shots in an area, that portion 
of your defense immediately becomes vulner- 
able; if you keep additional installations/units 
further back, you can limit the enemy’s pene- 
tration and be in a position to seal it in the 
coming turn. 

With base defense it is best to form your 
buildings in small compact groups. If you 
limit the exposed outer edges of your base 
you can better deploy defensive installations 
and units than you can while trying to protect 
a sprawling amalgamation of buildings. If 
your mining stations are scattered across the 
map, try to make each one a mini-fortress. 
You can always convoy necessary materials 
from one to the other if resources run low. 


Offense 


Most units are limited to either moving, firing 
or executing a lesser combination of both 
each turn. As such, any defending unit will 
have the advantage of maximising its fire- 
power against an attacker that has to advance 
into weapons range. As the defender’s fire 
always occurs before offensive fire, any 
unprepared assault into an enemy position is 
going to get shot to shreds if it’s not executed 
properly. Luckily, there are a few tactics you 
can use to improve your chances. 

The best strategy when given the chance to 
attack an enemy force is not to do so! Let 
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your opponent suf- 
fer the trials and 
tribulations of an 
assault on a pre- 
pared position; then, 
when he’s sufficient- 
ly weakened, you 
can launch a coun- 
terstroke to finish 
him off. Of course, 
this will give the ini- 
tiative to the enemy, 
forcing you to react 
to his moves (which 
as any modern com- 
mander will tell you 
is a sure fire way to 
lose a war), but 
even the highest AI 
in M.A.X. can be 
reluctant at times to 
assault a seemingly 
well-integrated defense, so this option should 
not be completely disregarded. If you are 
forced to attack an enemy position (or indeed 
when expecting contact with the enemy), 
always move less than or equal to half your 
speed; this will allow you to get off a few 
token shots at the defender’s position on the 
turn you advance to contact. 

Assault the enemy over a very small 
frontage. By subjecting your units to fire from 
only a few enemy units/installations you can 
take your licks, then eliminate the opposition 
when their shots run out. Always inspect 
enemy units that are detected. If you notice 
that the enemy has run out of shots, then a 
few well-placed scout raids or a minor assault 
should finish them off without loss. Just be 
wary of the defensive bait strategy; occasion- 
ally, the AI likes to position long range 
weapons just out of your detection range. If 
you decide to indulge in a little turkey shoot- 
ing it is always wise to attach a mobile radar 
to the attacking force to warn against any lit- 
tle “surprises.” 

Use infiltrators to 
soften up particu- 
larly tough defen- 
sive positions. 
Defending infantry 
units are easily 
eliminated by your 
mechanized units; 
once they are out of 
the way your infil- 
trators can move in. 
Set them to attempt 
to disable units 
(there is a higher 
chance of doing 
this) on the same 
turn you intend to 
launch your attack; 
icieeainees Ai. 4 = they probably won’t 
survive the coming 
fireworks but it’s a 
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One of the more potent M.A.X. units; no air-force should be without one! 


worthwhile investment. 

Make sure you target high value 
units/installations even if it means taking 
extra losses from enemy combat units. For 
example, a key radar installation taken off 
line can render an entire base vulnerable to 
attack for as long as it’s being rebuilt. In 
some of the shorter scenarios where victory 
points determine the winner, targeting eco- 
spheres near the end game can easily shift a 
narrow loss into a shattering victory. 

Finally, if you are facing a competent 
defender with a fully integrated defense in 
depth, the only real option is to concentrate 
on one aspect of his defense. For example, 
concentrate on enemy anti-air units/installa- 
tions and fighters (even at the expense of los- 
ing more of your ground/air units from enemy 
fire). With your defender’s air-defense umbrel- 
la down, his defense is now vulnerable to a 
concentrated aerial bombardment. If you plan 
to use this strategy, make sure you have a 
large air force handy to execute it and be pre- 
pared to take huge losses! Similar strategies 
can also work on both the ground and at sea. 


Research & upgrades 
While generating victory points from active 
eco-spheres is a primary concern in most sce- 
narios, you cannot afford to ignore research 
and upgrade efforts. Because you cannot 
ascertain what your opponents are doing, the 
best approach is to concentrate on one or two 
fields for long periods. If you attempt to 
increase all your fields by a small amount, 
either they will be exactly counteracted by a 
similar enemy approach or they will amount 
to little benefit if your opponents choose to 
concentrate on one or two fields of their own. 
Take your chances by specializing your units 
and develop tactics to counteract any enemy 
developments in other fields. 

The future of your clan rests squarely on 
your shoulders M.A.X. Commander. Good 
hunting! —Phil Thé 
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The First-Annual Special Achievement in Popularity Awards 


crowd of industry legends gathered 

on some date in some dive in eastern 

Kentucky to receive the latest industry 
awards, the Special Achievement in 
Popularity Award (or the SAPs). They’ve 
received instant credibility as the true indica- 
tors of all that is popular and cool in gaming. 
Without further ado, here’s a transcript of the 
event. Note: some of the names have been 
changed to protect the shameless. 

Hello guys and, uh, couldn’t any of you 
guys get a date? Anyway, we’ve gathered here 
to give out the first annual Special 
Achievement in Popularity Awards, by far 
the most self-indulgent and pointless awards 
to be found in computer gaming... well, 
there are the Codies, but who actually thinks 
about them? Anyway, I just flew in to 
Kentucky today and boy are my arms... [bril- 
liant and witty introduction edited to fit into 
word count]... 

On to the awards. The first SAP is for “Best 


Game to Get a Bad Review in this Magazine,” 
which is awarded to... Rocket Jockey by 
SegaSoft. A superb game, it was released 
before the guys at Rocket Science finished it. 
When it worked, it was original and occa- 
sionally brilliant, but it only liked one out of 
three machines in our office, and lacked 
promised multiplayer and 3D card support. 

The “Marquis De Sade Gameplay SAP” 
goes to both Scorcher and Destruction Derby 
2, two games that are so hard they make... 
[hilarious sexual innuendo deleted and sani- 
tized for your protection]. Guys, difficulty lev- 
els should be thought of thusly: Easy — any- 
one over 25 years old can win, Average — 
anyone from 15-25 should win, and Hard - 
It'll give the average 14-year-old acne trying 
to beat it. 

The “Company that Deserves to Stay in 
Business” SAP goes to Atlantean Interactive, 
whose entire lineup delivers cheeky and 
kinky fun for all. From CatFight to Alley Cats, 


He speaks softly, but wears lots of leather. He’s Ben, and he’s cool; The 
alluring Lara Croft; The one, the only, Mr. Duke Nukem; Flying the flag for baldness, Kane repre- 
sents everything you'd want in a mascot; evil, danger, sadism, psychosis. But he does have a great 


scowl... 


Remember kids, toxic chemicals are your friends. Mr. Yuck has long served to get 


youngsters interested in those otherwise dull bottles of chemical death 


Atlantean’s SAP-winning Catfight 


which is still the leader in the “Strip 
Bowling” genre, they cover all genres bril- 
liantly. Author author! Bring on the SAP. 
Finally, we'll end this little shindig with 
our final award. Yes, you’ve been wondering 
for months, since the question was first 
posed. Who will be the PC’s official mascot? 
The tension is so thick you could cut it with 
a lightsaber [riotous laughter from the Star 
Wars fans]. The nominees are: Lara Croft, the 
sexy star of Tomb Raider, whose antics left 
gamers with one hand grappling the key- 
board and the other reaching for the 
Vaseline; Duke Nukem, star of stage and 
screen; Ben, the monosyllabic star of Full 
Throttle, and Kane, the psychotic leader of 
NOD in Command & Conquer. One of our 
contributors, Tim Royal, voted for Beavis 
and/or Butt-head, who were eliminated due 
to the simple fact that Mr. Royal is the sole 
member of the “Mr. Yuck” fan club. For those 
of you aren’t familiar with the Yuck-ster, he’s 
the poison control center’s warning symbol, 
and comes with his own clever catch-phrase 
— “Mr. Yuck is MEAN... Mr. Yuck is GREEN.” 
Come to think of it, he wouldn’t be so bad... 
And the winner is... oh look, we’re out of 
time. Here’s a final thought to keep you in 
suspense for another month. Many of you 
have noticed that games are getting slightly 
derivative of one another. If indeed we’ve 
managed to exhaust all gaming possibilities, 
here’s a few suggestions for 1997: 
Martha Stewart’s Living Hell 3D 
SimProctologist 
Feces to Pieces II 
Cat Hunter 3D 
Terminal Disease 
Callous and Vomit 
Send your new game suggestions, plus a 
one sentence pitch (as in Martha Stewart's 
Living Hell 3D — “Take America’s favorite 
superwoman and put her in the underworld 
armed only with some thread, glue, some 
lace and a pound of flour”) to 
sbauman@cdmag.com and I'll print the best 
right here. Perhaps one of those games will 
win a SAP in 1997. —Steve Bauman 
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_ COMPUTER GAMES: STRATEGY 


Title RELEASE Price Tile RELEASE Price TITLE RELEASE PRICE Tie RELEASE PRrice 
1830 RR/Rbbr Baron NOW $34 Command & Conquer 2 11/97 $48 Jaggd Alinc DdlyGame NOW $44 — SimCity 2000W95Net NOW $47 
7th Legion 05/97 $48 Cmmnd & Congr W95 NOW $40 Jagged Alliance NOW $19 — Simlsle NOW $35 
Aden Magic NOW $39 Cong of New Wrid Dix NOW $48 Jutland NOW $19 SimParkW95/W3 NOW $34 
Admiral Sea Battles NOW $41 Conquered Kingdoms NOW $19 KKND NOW $38 = SimTown NOW $33 
Advancd Civilization NOW $39 Conquest Earth NOW $44 Lords of the Realm 2 NOW $48 Sole Survivor NOW $48 
Afterlife NOW $46 Conquest New World NOW $34 M Gathrng Battlemage NOW $42 Spaceward Ho! 4W95 NOW $24 
Age of Empires NOW $48 Dark Earth Strtgy W95 NOW $45 M.A.X. NOW $48 Star Command NOW $40 
Age of Wonders 08/97 $47 Dark Reign Future War 05/97 $48 Machiavelli the Prince NOW $19 Star Control 3 NOW $28 
Agents of Justice NOW $48 Darklight Conflict NOW $42 Master of Magic NOW $41 Star General NOW $43 
Amphibius Assault 07/97 $48 Deadlock NOW $27 Master of Orion NOW $19 Star Nations NOW $46 
Ares Rising 11/97 $46 Destiny W95 NOW $45 Master of Orion 2 NOW $44 Starcraft W95 07/97 $46 
Army Men 06/97 $46 Dominion NOW $44 Mechcommander NOW $48 Starship Troopers 06/97 $46 
Ascendancy NOW $35 Dune 2 NOW $29 Mighty Machines W95 NOW $32 _ Steel Legions 08/97 $42 
Battlecruiser 3000 NOW $25 Dungeon Keeper NOW $46 Mission Force NOW $48 — Syndicate Wars NOW $46 
Birthright W95 NOW $48 Emperor of Fadng Sns NOW $38 Navy Strike NOW $34  Tranpsort Tycoon Dix NOW $42 
Blood & Magic NOW $46 Empire 2 W95 NOW $24 New Horizons NOW $34 _ Transport Tycoon NOW $24 
C&C RACountr Stree NOW $21 Empire Dix MstrEd NOW $19 New Order 05/97 $48 Uprising 10/97 $48 
C & C Red Alert NOW $48 Enemy Nations W95 NOW $44 Outpost 2 07/97 $48 Wages of WarW95 NOW $29 
C &C Red Alert W95 NOW $48 Entrepreneur NOW $44 Pax Imperia2 W95 05/97 $48 War Gods W95 NOW $28 
Caesar 2 NOW $48 Exploration NOW $40 Pirates Gold NOW $19 Warcraft 2 NOW $42 
Capitalism NOW $42 Fallen Haven W95 NOW $47 Populous 3 08/97 $48 Warcraft 2 70 Levels NOW $19 
Capitalism Plus NOW $46 Flight Commander 2 NOW $39 Railroad Tycoon NOW $24 Warcraft 2AddOn NOW $20 
Cave Wars NOW $39 Forbes Corp RderGme NOW $45 Reach for Stars 2W95 NOW $48 Warcraft 3 10/97 $47 
Celtic Tales NOW $34 Fragile Allegiance NOW $46 Rebellion W95 06/97 $52 Warcraft Orc/Humns NOW $29 
Chaos Overlords W95 NOW $19 Free Enterprise NOW $45 Risk W95 NOW $41 Warlords 2 Dix NOW $41 
Citiz Bckwtr Affr NOW $42 Galactic Mirage W95 06/97 $41 Romance 3 Kingdoms 4 NOW $34 Warlords 3 08/97 $42 
Civilization 2 NOW $42 Heroes M&MW95 NOW $29 Settlers 2 NOW $39  Warwind W95 NOW $43 
Civilization 2 Scen NOW $26 Heroes ofM&M2 NOW $35 Settlers 2 Missions NOW $12 Wooden Ship Iron Men NOW $39 
Civilization Network NOW $25 History of World NOW $40 Shadow of the Emperr NOW $35 X-Com Apocalypse 05/97 $45 
Colonization NOW $40 Imperialism NOW $34 Shattered Nations NOW $46 X-Com Terr frm Deep NOW $29 
Comm Cong Cvrt Ops NOW $22 Imperium Galactica NOW $34 SimCity 2000 Collectn NOW $51 X-Com UFO Defense NOW $19 
Command & Conquer NOW $47 Into the Void NOW $44 SimCity 2000 W95 NOW $47 Z NOW $43 
COMPUTER GAMES: WAR 
Afrika Korps NOW $42 — Battleground Waterloo NOW $32  Harpoon97W95 NOW $44 Panzerblitz NOW $42 
Age of lronclads 07/97 $42 Blitzkrieg NOW $39 Last Blitzkrieg NOW $41 R E Lee CW Gen W95 NOW $48 
Age of Oars 08/97 $42 Broken Alliance NOW $24 Man of War 05/97 $42 Road to Moscow W95NOW $43 
Age of Sail NOW $42 Close Combat W95 NOW $38 Myth 06/97 $50 Steel Panthers NOW $37 
Allied General NOW $28 Custers Last CommandNOW $28 Nam 07/97 $42 Steel Panthers CmpgnNOW $15 
Battle of Bulge NOW $42 East Front 06/97 $42 Napoleon in Russia NOW $42 Steel Pnthrs 2 NOW $43 
Battlegrnd Gettysburg NOW $32 Fantasy General NOW $35 Operation Crusader NOW $39 TACOPS NOW $44 
Battleground Antietam NOW $41 Flight Commander2 NOW $38 Over the Reich NOW $39 Third Reich NOW $39 
Battleground Bull Run 05/97 $42 Great Battles Alexndr NOW $44 Pacific General W95 05/97 $45 V Victory Bundle NOW $28 
Battleground Mid East NOW $42 Harpoon 2 Admirals EdNOW $25 Panthers in Shadows NOW $42 Wargame CS3 Rifles NOW $43 
Battleground Shiloh NOW $39  Harpoon2 Deluxe NOW $25 PanzerGeneral2 08/97 $42 Zukov's Campaigns 05/97 $37 
BOARD GAMES 
Advanced Squad Ldr NOW $38 Decision in France NOW $15 Lunch Money NOW $15 SilentDeath Dix NOW $42 
Advanced Third Reich NOW $38 Deluxe Diplomacy NOW $42 Magic Realm NOW $23 Silverton NOW $32 
Age of Renaissance NOW $42 Diplomacy NOW $19 Marvel Super Dice NOW $13 Space Chess 3D NOW $35 
Air Baron NOW $27 Dragon Dice NOW $9 Modern Art NOW $25 = Space Hulk NOW $50 
Ancient Empires NOW $29 Dungeon NOW $16 Napoleons Later Batis NOW $22 Spices ofthe World NOW $18 
Awful Green Things NOW $17 Eurorails NOW $25 Necromunda NOW $44 Squad Leader NOW $23 
Axis & Allies NOW $33 Express NOW $11 Pain Doctor NOW $25 _ Star Fleet Battles NOW $25 
Axis & Allies Cntri PwrsNOW $30 Federation & Empire NOW $38 Power Lunch NOW $13 Star Wars Monopoly NOW $40 
Axis & Allies Max AdvNOW $10 Feudal NOW $18 Rail Baron NOW $19 StarTrk 1st Contct BorgNOW $13 
Battletech 4th Ed NOW $19 Geronimo NOW $32 Rats NOW $24 StarTrk 1st Contct FedNOW $13 
Britain Stands Alone NOW $23 Go NOW $22 Rebels & Redcoats 1 NOW $25 Stratego NOW $14 
Britannia NOW $19 Grand Prix NOW $19 Risk NOW $27 Texas Revolution NOW $18 
Car Wars Deluxe NOW §$21 Great War atSea1 NOW $32 Robo Rally NOW $33  Viceroys NOW $22 
Circus Maximus NOW $11 Hannibal NOW $32 Robo Rally Crast/Bum NOW $9 Victory in West Frnce NOW $26 
Civilization NOW $29 History of the World NOW $27 Roborty Armd & Dngrs NOW $25 Viking Raiders NOW $25 
Colonial Diplomacy NOW $42 Hobbit Adventure NOW $29 Run Silent, Run Deep NOW $24 Volga Front NOW $17 
Cosmic Encounter NOW $30 India Rails NOW $20 Sam Grant NOW $42  Wadijet NOW $50 
Crisis Korea 1995 NOW $29 Krieg! NOW $32 Samurai NOW $37 Warhammer 40K NOW $50 
Crisis Sinai 1973 NOW $25 La Bata Mnt St Jn DIx NOW $62 Settlers of Catan NOW $30 Warhammer Fantasy NOW $50 
Days of Decision2 NOW $42 La Bata de Wavre NOW $22 Sherlock Holmes NOW $20 Warhammer Quest NOW $50 
HINT BOOKS 
Age of Empire 07/97 $16 Diablo NOW $16 Master of Orion 2 NOW $16 Star Control 3 NOW $16 
Agents of Justice NOW $16 Duke Nukem 3D NOW $12 Mech2 Mercenaries NOW $16 _ Star General NOW $12 
Betrayal in Antarae NOW $16 Elder Scrolls 2 NOW $13 Mechwarrior 3 09/97 $16 Star Trek Star Fit AcadNOW $16 
C&C Red Alert NOW $16 Enemy Nations NOW $16 Might & Magic Compn NOW $16 — StarTrek Voyager NOW $16 
Caesar 2 NOW $16 Final Fantasy 4 06/97 $12 Obsidian NOW $16 — Starcraft NOW $16 
Civ 2 Adv Strategies NOW $13 HeroesofM&M2 NOW $16 Outlaws NOW $16 The Darkening NOW $16 
Civilization NOW $16 Jet Fighter 3 NOW $16 Phantasmagoria 2 NOW $16 Tomb Raider NOW $10 
Civilization 2 NOW $16 Land Lore 2 NOW $16 Quake Game Strategy NOW $16 Wrerft 2:Bynd Drk Prt! NOW $13 
Close Combat NOW $16 Leisure Suit Larry7 NOW $16 Rebellion 06/97 $16 Wing Commander4 NOW $18 
Daggerfall Chronicles NOW $19 Lords of Realm 2 NOW $16 Romance 3 Kingdms 4 NOW $16 X-wing vs Tie Fight’ NOW $16 
Dark Forces 2 05/97 $16 Magic the Gathering NOW $16 SimCopter NOW $16 Zork Nemesis Guide NOW $18 
COMPUTER GAMES: ARCADE COMPUTER GAMES: TRADITIONAL 
3D Ultr Phil Crp Nght NOW $42 Pro Pinball Timeshock 06/97 $37 Barbie Designer NOW $42 Monty Pythn Holy Grl NOW $38 
3D Ultra Pinball NOW $29 Re-Loaded NOW $33 Battleship W95 NOW $41 Muppet Treasr Island NOW $37 
Alien Rampage 05/97 $34 Rebel Assault 2 NOW $25 Bridge Dix 2 OmrShrf NOW $29 Puzzis of Tribyte W95 NOW $19 
3alls of Steel W95 05/97 $32 Road Rash W95 NOW $42 Bridge Olympiad NOW $16 Scrabble NOW $24 
-arthworm Jim1&2 NOW $25 Rocket Jockey NOW $47 Chessmstr 5000 W95 NOW $35 Shanghaii Grt Mom W95NOW $26 
-cco the Dolphin NOW $38 TigerShark NOW $40 Clue NOW $40 Tri Tryst NOW $24 
Jungle Pinball 05/97 $30 Toh Shin Den NOW $27 Dragon Dice NOW $44 Ultimate Yahtzee NOW $19 
Minty Pythns Wste Time NOW $32 Virtua Fighter W95 NOW $42 Hong Kong Mahjong NOW $25 Universal Neverlock NOW $19 
Mortal Kombat 3W95 NOW $32 Virtua Squad NOW $42 Jeopardy Platinum NOW $28 Vegas Games 95 W95NOW $19 
?itfall W95 NOW $34 WWF-In Your House NOW $40 Magic Gathering W95 NOW $48 Virtual Pool W95 NOW $40 
ro Pinball NOW $37 Worms NOW $34 Monopoly NOW $40 You Don't Know Jack2NOW $31 


1997 CHIPS & BITS, INC 


‘OUTLAWS’ You are the loner who rides into town 
seeking vengeance and uncovers the twisted plot of a 
powerful railroad baron and his outlaw thugs. This 
game will deliver all the components of a 60’s western 
in an exciting 3D format. 
LucasArts 

Release Date: NOW CD $48 


‘KRUSH, KILL N’ DESTROY’ Set in the 25th 
century, mission briefings makes your objec- 
tives perfectly clear, it is up to you to direct 
history and save the future of your planet. 
Electronic Arts 

Release Date: NOW CD $38 


‘A FORK IN THE TALE’ starring Rob Schneider as your alter 
ego, an ordinary guy in an extraordinary adventure, that takes 
you into a parallel world called Eseveron. You battle dudes in 
cheap polyester suits and babes wearing fur bikinis. 
at River Entertainment 

Release Date: NOW CD $45 


‘X-WING VS. TIE FIGHTER.’ Join the heat of the 
battle between the Rebel Alliance and the Imperial 
Navy for the control of the galaxy. This stand 
alone games features all new missions, over a 
dozen new spacecraft and incredible in-flight 
graphics. 

LucasArts 

Release Date: NOW CD $52 


‘SILENT HUNTER PATROL 2’ Add 2 patrol zones (Malaysia 
and The Sulu Sea) and 15 new scenarios (Drum visits Japan, 
Grenadier bags the ‘big one,’ Tullibee goes down, Growler’s last ~~ 

battle, and more) to Silent Hunter. ay er 
Mindscape ; 
Release Date: NOW CD $15 


‘FRAGILE ALLIANCE’ In the year 2380, Sector 
K240 was made available for colonization. The 
Empire must expand and it’s your job to colonize the 
asteroids and the empire from financial and political 
ruin. 

Interplay 

Release Date: NOW CD $46 


PAINE Vidil 


15 SCPNARIGS AND 2 PATROL ZONES 


1 Odili vw 


‘AXIS & ALLIES’ Decide the fate of a nation 
and the destiny of the world. The Balkans 
have fallen. Pearl Harbor has been 
attacked. Wake Island is in Japanese hands 
and Rommel has the British on the run! 
Milton Bradley 

Release Date: NOW $33 


‘ADVANCED CIVILIZATION’ retains the essential 
elements of civilization, and can be learned 
quickly. The additional cards ensure a greater 
diversity of cultures, while the new Calam-ities 
make the game even more challenging. 
Avalon Hill 

Release Date: NOW $25 


‘AIR WARRIOR II’ Practice maneuvers and fly with the same 
skill and strategies that real life fighter pilots use. These tactical 
flight practices and exposure to various aircraft options prepare 
you to defeat even the most seasoned on-line veterans. 
Interactive Magic 

Release Date: NOW CD $46 


‘IM1A2 ABRAMS’ The player commands a platoon 
of four tanks, or an entire company team with other 
vehicles, artillery, helicopters and artillery attached 
all from a variety of external views and a multi zoom 
map view. 

Interactive Magic 

Release Date: 05/97 CD $45 


‘STARCRAFT’ Wasteful, short sighted and quarrel- 
some humans pillage world after world. You must 
gather your resources to accomplish your goals, 
either freedom or galactic domination. 

Blizzard 

Release Date: 07/97 CD $46 
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‘BIRTHRIGHT’ You are the leader of your own kingdom and 
domain. Its up to you to wage war or preserve peace. At a single 
command, armies march and kingdoms fall. With the blood abilities 
of a born king, you command heroes, wizards and might armies. But 
will it be enough? 

Sierra 
Release Date: NOW CD $48 


‘THRUSTMASTER F-22 PRO’ With a powder coated 

metal base, glass filled ABS handle, metal gimbal 

mechanism, and heavy gauge spring tension, the 

F-22 PRO gives you the edge you need in 
advanced tactical warfare. 

Thrustmaster 

Release Date: NOW $128 


‘DARK REIGN’ In the 27th century, the Imperium with con- 
trol of precious water resources commands the fate of a 
1,000 worlds. The Freedom Guard attempts to break the 
Imperium’s grip on the galaxy and the water supply. 
Activision 
Release Date: 05/97 CD $48 


‘LANDS OF LORE Il’ You are Luther, cursed son of the 
Sorceress of Darkness, exploring treacherous lands in 
search of ancient magic, a super power that will 
release you from your vile birthright. 
Virgin 
Release Date: NOW CD $48 


‘REALMS OF ARKANIA III’ Something sinister is happening in 
the seaside town of Arkania. Brave, honored warriors refuse to 
fight, while an evil mind preys upon their minds and souls. Can 
Ae your band of heroes defeat it in time? ; 

ao AS Sir Tech 


| TLMANEHE, Release Date: NOW CD $45 
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‘COMMANCHE 3’ Missiles away! The helicopter itself 
is fully light-sourced, shaded and rendered with 3D 
real-time animation while easier to get into and han- 
dle. Night time maybe the right time for many of 
Commanche ‘s missions. 


Electronic Arts 
Release Date: NOW CD $49 


‘JOYSWITCH’ Now you can jump from joystick to joystick, game to 
game with the speed and ease of tuming a switch. No more reach- 
ing behind your computer to swap joystick cables on the game port 
Joyswitch does it all. 

Lead Pursuit 
Release Date: NOW $39 


‘FANTASCENES’ Create countless personal visual fan- 

tasies with five of the most beautiful women in the 

world! Bring your imagination to life, from hours of 
interaction with these sensual, lustful ladies. 

Digital Playground 

Release Date: NOW CD $34 


‘DIVA X:REBECCA“Do you know how to get to the Avalon 
Agency?”, She asks in a sexy French accent.You kindly offer her a 
ride to her destination. Her eyes engage in silent conversation with 
yours. From there - the adventure begins! 

Pixis 
Release Date: NOW CD $38 


‘STRIP POKER PROFESSIONAL VOL. 2’ com- 
bines the action of 5 Card Draw with some very 
different table stakes, 4 gorgeous opponents 
who are willing & able to bet it all for the 
chance to beat the pants off you! 

Art Worx 


Release Date: NOW CD $36 


‘ROMSOFT 6 PACK’ Double 
Down, Doors of Passion 2, 
Sensuous Girls in 3D, Massive 
Melons, Touch Me, Feel Me and 
Private Screenings are what 
you'll get in this sexy 6 pack! 
Romsoft 
Release Date: NOW 6-CD $32 
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COMPUTER GAMES: SIMULATION 


TITLE 


PRICE 


RELEASE TITLE RELEASE Price TITLE RELEASE PRrIce TITLE RELEASE PRICE 
1943 Euro Air War 06/97 $44 Falcon 3.0 NOW $16 Mechwrrior Mercnries NOW $48 Super Motocross 06/97 $33 
688i Hunter Killer NOW $45 Falcon 4.0 08/97 $52 Monstr Trck Mdnss NOW $40 TFX EF2000 NOW $29 
AH-64D Longbow Gold NOW $46 Falcon Gold NOW $29 Muzzle Velocity 05/97 $48 TFX: X-22 NOW $46 
AH64 Flash Pnt Korea NOW $25 Fighter Duel 2W95 08/97 $39 Mwarrior 2 Battlepk NOW $48 Team Apache 06/97 $44 
ATF Nato Fighters NOW $22 Fighter Duel Pro Net NOW $38 Nascar Racing 2 NOW $48 Test Drive: Off Road NOW $42 
Across Desert 1941 05/97 $48 Flight Sim ToolKit NOW $16 Nascr Reng W Trk Pck NOW $47 _ The Darkening NOW $49 
Air Warrior 2W95 NOW $46 Flight Unlimited 2 06/97 $44 Need Speed Gold W95 NOW $45 — Thunder Truck Rally 06/97 $45 
Apache NOW $19 Flying Corp NOW $41 Need for Speed 2 NOW $46 _ Trophy Bass 2 NOW $48 
Archimedean Dynsty NOW $40 Flying Nightmares 2 06/97 $42 Power F1 NOW $42 U-Boat 2 NOW $36 
Armored Fist 2 NOW $49 Formula 1 Post Seasn 05/97 $44 Rally Championship NOW $42 VMX Racing W95 NOW $44 
Battle of Ironclads 05/97 $46 Formula 1 W95 05/97 $45 Red Baron2W95 ~=06/97_ —$48 Viper:Oper Red Sect NOW $34 
Comanche 3 NOW $49 Havoc W95 05/97 $36 SabrAce NOW $48 Werewlf Vs Comnche 2NOW $49 
Descnt 2:Infnte Abyss NOW $48 Hell Cats Over Pacif 06/97 $44 Sail 95 NOW $36  WingCommander4 NOW $38 
Destruction Derby 2 NOW $47 Hell Cats: Leyte Gulf 08/97 $24 Sand Warriors NOW $46 Wing Commander 5 08/97 $55 
Dreadnaught W95 09/97 $42 Hind Helicopter NOW $44 Scorcher NOW $46 Wipe Out XL 06/97 $45 
EF 2000 Tactcom NOW $38 Indy Car Racing 2 NOW $48 Screamer 2 NOW $24 World Rally Fever NOW $44 
Extreme Assault 05/97 $45 Indy Car Reng 2W95 NOW $48 Ship of the Line W95 NOW $44 WridCirc Gran Prix2 NOW $36 
F-22 Lightning 2 NOW $49 Jet Fighter 3 NOW $49 Silent Hunter NOW $39 X-CarExprmntlRcn NOW $44 
F16 Fightng Falcon 08/97 $48 M1A2 Abrams W95 05/97 $45 Silnt Huntr Patrl 1-2 ea NOW $15 X-Wng V Tie Fghter NOW $52 
FA 18 Hornet3 W95 NOW $45 MechWarrior 2W95 NOW $47 Super EF 2000 W95 NOW $46 _ iF-22 NOW $49 
| COMPUTER GAMES: 3D ACTION 
Alphastorm NOW $32 Doom 2 W95 NOW $32 Hexen W95 NOW $21 Shadow Warrior 05/97 $49 
Area 51 W95 NOW $46 Duke Nukem 3D NOW $37 League of PainW95 NOW $44 SkyNET NOW $39 
Blood 05/97 $46 Duke Nukem 3D AtomcNOW $46 MDK NOW $44 Star Trek Genrtns 06/97 $48 
Chasm NOW $44 Duke Nukm 3D Plut Pk NOW $25 Necrodome W95 NOW $39 — Terra Nova NOW $23 
Colliderz W95 NOW $40 Eradicator NOW $36 Normandy 97 09/97 $36 Tomb Raider NOW $42 
Crusader:No Regret NOW $34 Final Doom NOW $46 Powerslave NOW $39 Tomb Raider 2 09/97 $44 
Dark Forces NOW $30 Firefight NOW $38 Prey 06/97 $50 Unreal 08/97 $48 
Dark Frees 2 Jedi 05/97 $53 Freelancer 11/97 $44 Quake NOW $53 Weekend Warrior 05/97 $44 
Dark Vengeance 05/97 $45 Gun Metal NOW $44 Quake Mssn Pak 1-2ea NOW $29 XS NOW $46 
Die Hard Trilogy NOW $46 Hard Boiled W95 NOW $40 Rebel Moon Rising 05/97 $40 Zombieville NOW $41 
| COMPUTER GAMES: SPORTS 
Adidas Power Soccer NOW $32 HyperBlade NOW $40 PGA Tour 96 Sawgrass NOW $19 Tom Landry FB NOW $9 
British Open Golf NOW $44 Jack Nicklaus Golf 97 NOW $42 PGA Tour 96 Spnsh By NOW $19 Tony LaRsa BB2 TD 93 NOW $3 
Extreme Street Hockey NOW $42 Legends FB 97 W95 NOW $43 PGA Tour 96 Wentwrth NOW $19 Tony LaRussa BB NOW $3 
FIFA Soccer 97 NOW $45 Links LS NOW $46 PGA Tour Golf 96 W95 NOW $37 _ Top of the Key 05/97 $29 
Frnt Pge Spts Gif Bnd NOW $48 Links Pro 15 Pelcn Hill NOW $19 Phoenx Soccr Arcd NOW $40 Total Control Football NOW $44 
Frnt Pge Foall 97 W95 NOW $48 Links Pro 16 Val Halla NOW $19 Pro Golf 05/97 $42 Triple Play 97 NOW $48 
Front Page Golf W95 NOW $48 Lunar Golf NOW $44 SimGolf NOW $40 VR Baseball 97 NOW $44 
Golf NOW $34 Madden Football97 NOW $45 Solid Ice NOW $38 — VR Soccer NOW $44 
Grand Slam ‘97 W95 NOW $43 NBA Live 97 NOW $45 Strange Golf W95 NOW $39 World Hockey 95 NOW $12 
Hardball 6 07/97 $42 NCAA Bball Final 497 NOW $44 Ten Pin Alley W95 NOW $40 World Series Baseball NOW $42 
Hooves Thunder W95 NOW $35 NHL Hockey 97 NOW $46 Tie Break Tennis NOW $6 Wrld Cup Golf Dor Bch NOW $26 

COMPUTER GAMES: HARDWARE 
3D Magic Accelerator NOW $126 Game View NOW $99 Labtec LCS 2612 Spks NOW $112 TM Flight Contr Pro NOW $99 
CH F16 Combatstick NOW $60 Gravis Firebird 2 NOW $65 Lgitech WngMn Wrrior NOW $85 TM Game Card NOW $25 
CH F16 Fighterstick NOW $100 Gravis GriP Controllr NOW $85 MS Sdwdr Pr W/Hilbdr NOW $89 TM Pro Play Golf Sys NOW $499 
CH Flight Stick Pro NOW $50 Gravis GriP Pad 2 Pak NOW $24 Msoft Sidwndr ProPd NOW $39 TM Rudder Contr Sys NOW $98 
CH Force FX NOW $169 Gravis PC Game Pad NOW $19 Sound Blaster 32 PNP NOW $152 TMWeaponCont Sys NOW $88 
CH Game Card 3 AutoNOW $26 Gravis PC Gamepd ProNOW $27 Sound Blaster 64 AWE NOW $179 TMWiz Pinball Cntr! NOW $32 
CH PC Gamepad NOW $19 Gravis Phoenix Joystk NOW $83 Space Orb 360 NOW $75 TM X-Fighter Jystck NOW $45 
CH Pro Pedals NOW $80 Gravis Thunderbird NOW $43 TM Driving Control T2 NOW $108 TM Phazer Pad NOW $47 
CH Pro Throttle NOW $102 1Oga Zp Drv 100M Ext NOW $199 TM F16 TQS NOW $108 TM GP1 NOW $74 
CH Virtual Pilot Pro NOW $75 1Oga Zp Drv 100M Int NOW $199 TM F22 Pro NOW $128 TM Top Gun Joystick NOW $32 
CH Y-Cable NOW $10 Joyswitch NOW $39 TM FLC F16 System NOW $108 Verbal Commander NOW $109 
COMPUTER GAMES: ADULT 

Alleycats NOW $39 Eros NOW $19 Penetration NOW $16 — Time Warp NOW $45 
Anal Blackjack NOW $28 Fantascenes NOW $34 Penthouse IA 2 NOW $32 Ultra Slots NOW $28 
Anal Rom 2 NOW $42 Fantascenes Anal NOW $39 Penthouse IA 3 NOW $32 Ultra Vixen NOW $49 
Asians in Wonderland NOW $46 Fun House NOW $39 Penthouse IA 4 NOW $32 VCA 6-Pack NOW $39 
AssTroids NOW $40 Girlfriend Donna NOW $49 Penthouse IA 5 NOW $49 VCA's Sex NOW $29 
Buster Cherry NOW $45 Girlfriend Teri NOW $39 Penthouse IA 6 NOW $52 Vampire's Kiss NOW $36 
Casting Couch NOW $39 Girlfriend Tracy NOW $39 Penthouse Interactive NOW $32 Venus Playhouse NOW $35 
Chameleons NOW $29 Heidi's House NOW $36 Playboy Interviews NOW $32 Virtl Las Vegas Nite2 NOW $25 
Circus NOW $29 Hot Leather 2 NOW $25 Pleasure Zones NOW $29  Virtl Las Vegs Nit NOW $25 
Club 21 NOW $35 Hot Slots NOW $37 Poker Party NOW $45 Virtual Director NOW $39 
Club Caterina NOW $16 Hump Towers NOW $39 Porn Mania NOW $29 Virtual GoldenEye NOW $44 
Come Play With Me NOW $39 Interact Seymore Bt2 NOW $49 Porno Poker NOW $32 Virtual Sex 2 NOW $39 
Crystal Fantasy NOW $25 Interact Seymore Buts NOW $39 Porntris NOW $24 Virtual Sex NOW $29 
Cyber Photographer NOW $29 Intimate Journey NOW $24 Private Investigator NOW $49 Virtual Sex Shoot NOW $44 
CyberPeep Int NOW $12 Intimate Possblts NOW $39 Private Plsr Park2 NOW $49 Virtual Valerie 2 NOW $35 
CyberStrip Black Jack NOW $36 Island Girl Resort NOW $39 Private Prison NOW $44 Virtual Veronica NOW $48 
CyberStrip Poker NOW $36 Japan Interactive NOW $46 Rodney Rubber Show NOW $39 _ Virtual Victor NOW $42 
CyberXperience NOW $36 Latex NOW $44 Samurai Pervert2 NOW $64 _ Virtual Vixens NOW $24 
Cyberpeep 2Nurse NOW $20 Luscious Lady Lingerie NOW $19 Scissors N' Stones NOW $19 _ Virtually Yours 2 NOW $39 
Cyberpeep 2Sch Gri NOW $20 Lust Connection NOW $39 Sex Castle NOW $29 Virtually Yours NOW $38 
Cyberpeep 2 Watrss NOW $20 Maddams Family NOW $19 Sex TV 2 NOW $25 What's YourName NOW $29 
Cyberpeep Cheerldr NOW $20 Mystik Mistress NOW $36 Sex With Jena NOW $49 Wheel of Fantasy NOW $19 
Dark Tunnels NOW $18 Nasty Parts NOW $29 Sex:The Game NOW $49 You're the Director NOW $1€ 
Desktop Voyeur 1 NOW $29 Net Erotique NOW $22 Sexy Sports Trivia NOW $17 Zoom NOW $36 
Dirty Debutantes2 NOW $39 — Neurodancer NOW $39 — Shock:The Game NOW $49 GAY 
Dirty Tricks NOW $39 Nice & Hard NOW $32 Sorority Sex Kittn NOW $29 Bacchus Six Pack NOW $46 
Diva X Ariana NOW $38 — Night Owl 20 NOW $29 — Space Sirens NOW $29 — Bike Bang NOW $2¢ 
Diva X Rebecca NOW $38  Nightwatch Int 2 NOW $39 — Space Sirens 2 Now $29 Boyfriends NOW $2¢ 
Doll House NOW $39  Nightwatch Int 3 NOW $46 = Spy Club NOW $25 Boys Next Door NOW $2 
Dream Machine2 NOW $49  Nightwatch Inter © NOW $39 Strip Fighter NOW $40 — Boys of Paris NOW $17 
Dream Machine NOW $36 Oriental Ecst Exposed NOW $39 __ Strip Poker Pro NOW $24 Cruising Ground NOW $2 
Duke Screw'em NOW $46 Outpost 69 NOW $40 Strip PokerPro2 NOW $36 Manhunt NOW $16 
Eros 2 NOW $19 Pandora's Poker PalaceNOW $35 Strip Tease NOW $24 Men In Motion NOW $3% 
Eros 3 NOW $24 Passion Poker NOW $29 Texas Table Dance NOW $24 Men In Uniform NOW $36 
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COMPUTER GAMES: ADVENTURE 


TITLE RELEASE PRrice TITLE RELEASE Price TITLE RELEASE PRICE TITLE RELEASE PRICE 
10th Planet NOW $44 Gabriel Knight 2 NOW $40 Nemesis NOW $44 Silverload NOW $34 
7th Guest 2 W95 NOW $44 Hunter Hunted W95 NOW $45 Neverhood NOW $50 — Simon Sorceror 2 NOW $40 
Aden Quest W95 06/97 $43 Incr Shrinking Hero NOW $43 Obsidian W95 NOW $49 Solar Crusade 07/97 $44 
Advntres on Lego Isle 06/97 $35 Indestructibles NOW $44 Outlaws W95 NOW $48 Space Bar W95 NOW $46 
Albion NOW $39 Interstate 76 W95 NOW $48 Pandemonium NOW $50 Star Trek Judg Rt Coll NOW $38 
Amber Journeys Beynd NOW $44 Island of Dr Moreau 05/97 $40 Phantasmagoria 2 NOW $54 Star Trek Voyager 11/97 $48 
Athanor 05/97 $40 KGB Files 05/97 $43 Plague 07/97 $42 Star Trk Str Fit Acad NOW $55 
Azraels Tear NOW $39 KQ7:Princeless Bride NOW $25 Planetfall W95 05/97 $44 Stars NOW $38 
Black Dahlia 06/97 $49 Kings Quest 8 10/97 $48 Police Qust 5 SWAT NOW $47 Surreal W95 08/97 $42 
Curse of Monkey Isle NOW $48 Knights Chase NOW $38 Qin Tomb Mid King NOW $39 The Arrival NOW $46 
Dark Earth W95 NOW $46 Knights XentNR18UG NOW $7 Quest for Glory 5 06/97 $48 The Last Express NOW $48 
Dawn of Darkness NOW 4 Leisure Suit Larry7 NOW $48 Rama NOW $48 Third Millenium W95 NOW $44 
Death Trap Dungeon 06/97 $44 Light and Darkness NOW $44 Redneck Rampage 08/97 $48 _ Time Warriors 06/97 $26 
Delirium NOW $46 Lighthouse NOW $48 Return to Krondor 05/97 $45  TimeLapse Anc Civil NOW $46 
Ecstatica 2 NOW $47 Magic of Xanth NOW $42 Reverence 05/97 $43 Titanic Jrny Out Time NOW $44 
Elk Moon Murder NOW $26 Metal Works NOW $38 Rivers of Dawn NOW $41 Tme Wrp Dr Brain NOW $33 
Fable NOW $48 Mission Ooze Control 05/97 $29 Riverworld 05/97 $45 Trespassr Jrssic Park 10/97 $48 
Fighting Fantasy 05/97 $40 Mummy NOW $42 S.C.A.R.A.B NOW $38 Under Killing Moon NOW $19 
Full Throttle NOW $28 Myst NOW $41 SPQR NOW $46 Zork: Grnd Inquisitor 10/97 $50 
G-Nome NOW $43 Myst 2 07/97 $52 Sign of the Sun 07/97 $34 Zork:Nemesis NOW $53 
COMPUTER GAMES: ROLE PLAYING 
Alien Legacy NOW $29 Dark Sun Online W95 NOW $15 Pools of Darkness NOW $19 — StarTrek TNGFniUnityNOW $46 
Anvil of Dawn NOW $19 Diablo NOW $39 Ravenloft Strahd NOW $25  Stonekeep NOW $25 
Arena Deluxe NOW $47 Die By the Sword NOW $48 Ravnift 2 Stn Prop NOW $19 _ Terracide 08/97 $42 
Betrayal in Antara 05/97 $48 Dungeon Master2 NOW §$25 Realms of the Hauntng NOW $52 ~==Thunderscape NOW $19 
Champions of Krynn NOW $16 Elder Scrolls 2 NOW $56 Riftwar Legacy NOW $19 Ultima 7 Series NOW $15 
Cobra Mission NOW $29 FR Descnt to UndrmtnNOW $46 Rims Ark Shadow Riva NOW $45 Ultima 8 Pagan NOW $15 
Curse of Azure Bonds NOW $16 Fallout NOW $53 Sacred Pools NOW $48 Ultima 9 Ascension NOW $52 
Dark Project 11/97 $49 Lands Lore Grdns Dest NOW $48 Serpent's Kiss NOW $43 — Ultima Online 06/97 $42 
Dark Sun 2 NOW $47 Meridian 59 W95 NOW $19 Skyrealms of Jorune NOW $33 Ultima Undrwid1&2NOW $15 
Dark Sun 2 NOW $19 Of Light & Darkness 05/97 $48 Star Trail NOW $29 Wizardry Gold W95 NOW $32 
ROLE PLAYING / PEN & PAPER 
AD&D Core Rules NOW $54 Champions Deluxe NOW $42 GURPS Goblins NOW $18 Rifts NOW $21 
AD&D Combat & Tactics NOW $17 Changeling NOW $21 GURPS Mecha NOW $15 Rifts Hardbound NOW $28 
AD&D DM Guide NOW $16 Changeling Screen NOW $15 GURPS Robots NOW $14 Robotech NOW $11 
AD&D Monstr Manual NOW $20 Freehold & Hidden GlensNOW $13 GURPS Warehouse 23 NOW $15 RuneQuest 4th Ed NOW $19 
AD&D Players Handbk NOW $20 Immortal Eyes 1 NOW $13 Heavy Gear NOW $25 RuneQuest Deluxe Book NOW $19 
AD&D Skills & Powers NOW $17 Immortal Eyes 2 NOW $13 Hidden Invasion NOW $17 RuneQuest Standard Ed. NOW $12 
AD&D Spells & Magic NOW $19 Immortal Eyes 3 NOW $13 In Nomine NOW $25 Senzar NOW $21 
AD&D Player Pack NOW $16 Isle of the Mighty NOW $19 Indiana Jones NOW $25 Shadowrun 2nd Ed. NOW §$20 
AD&D World Bidr Gde NOW $17 Kithbook: Sluagh NOW $10 MERP NOW $17 = Skyrealms Jorune NOW $17 
AD&D Birthright Cogn NOW $25 Kithbook: Trolls NOW $11 Macross 2 NOW $11 Species NOW $21 
AD&D Dark Sun Cpgn NOW $25 Nobles Shining Host NOW $12 Mage 2nd Ed NOW $21 Star Wars Hardcover NOW $25 
AD&D Forgotten Rims NOW $25 Changeling Player Gde NOW $19 Mechwarrior NOW $13 StarWars Revised NOW $25 
AD&D Tale of Comet NOW $25 Chill NOW $19 Millenium's End 2.0 NOW $17 Toon Deluxe NOW $16 
AD&D Planescape NOW $25 Conspiracy X NOW $20 Mutation NOW $30 Torg Possibility Wars NOW $25 
AD&D Ravenloft Cogn NOW $25 Cosmic Enforcers NOW $16 Nephilim NOW $18 Traveller NOW $24 
Albedo NOW $18 Cybergeneration NOW $18 Nexus NOW $18 Underground NOW $19 
Ars Magica 4thEd NOW $26 Cyberpunk 2020 NOW $17 Nightspawn NOW $16 Vampire 2nd Ed NOW $24 
Bloodshadows NOW $25 Dragonlance 5th Age NOW §$21 Of Gods And Men NOW $22 Warhammer Fantasy NOW $19 
Call of Cthulhu NOW $18 GURPS Aliens NOW $14 Once UponaTime NOW $14 Werewolf NOW $24 
Cthulhu Live NOW $15 GURPS Autoduel NOW $15 Paranoia Boxed Set NOW $15 Witchcraft NOW $20 
Castle Falk NOW $19 GURPS Compendium 2 NOW $18 Paranoia Fifth Ed NOW $20 World Necroscope NOW $25 
Champions 4th Ed. NOW $22 GURPS Rulebook NOW §$20 Pendragon 4th Ed NOW $19 ~~ Wraith NOW $24 
COLLECTIBLE CARD GAMES 
Battletech Booster NOW §$2 INuminati SD NOW $10 Middle Earth Wizard SD NOW $9 SimCitySDLtd.Ed. NOW $5 
Battletech Starter NOW 8 MTG 5th Ed NOW $2 Monty Python SD NOW $9 SimCity SD Unitd.Ed.NOW $8 
Dixie: Bull Run 1861 NOW $6 MTG 5th Ed NOW $7 Monty Python BP NOW $3 Star Trek Booster NOW $2 
Dixie: Gettysburg NOW $9 MTG Mirage Booster NOW $2 Netrunner Booster NOW §2 _ Star Trek NG BP NOW $2 
DoomTrooper SD NOW $6 MTG Mirage Starter NOW §$8 Netrunner Starter NOW $15 — Star Trek Starter NOW $8 
Dr Who Booster NOW §$2 MTG Visions NOW $2 Rage BP NOW $2 — Star Trek TNG SD NOW $7 
Dr Who Starter NOW $8 Magic Fallen Empirs NOW $1 Rage Umbra BP NOW $2 ~ Star Wars BP NOW $2 
Great Dalmuti NOW $5 Magic Gathering BP NOW $1 Rage WerewolfSD NOW $5 _ Star Wars SD NOW $7 
Heresy SD NOW $9 Magic Gthrng Chron BPNOW ‘$1 Rage Wyrm BP NOW $2 _ X-Files Booster NOW $2 
Illuminati BP NOW $2 Middle Earth Wizard BPNOW 3 SimCity BP Ltd Ed NOW $1 X-Files Starter NOW $9 
SONY PLAYSTATION SEGA SATURN 
Armed 06/97 $50 Fade to Black NOW $50 3-Decathalon NOW $50 Daytona USA NOW $49 
Assassin 2015 NOW $52 Final Doom NOW $52 3D Baseball NOW $52 Destruction Derby 2 NOW $54 
Batman Forever Arcade NOW $42 Final Fantasy 4 06/97 $72 4x4 Gears & Guts NOW $51 _ Die Hard Trilogy NOW $49 
Beyond the Beyond NOW $50 ID4:Independence Day NOW $52 AD&D Iron& Blood NOW $46 _ FIFA Soccer ‘97 NOW $49 
Big Bass Wrid Champ NOW $51 Kings Field 2 NOW $51 Abuse NOW $54 Golden Axe The Duel NOW $26 
Blades of Rage NOW $52 Mechwarrior 2 NOW $49 Andretti Racing97 NOW $48 ID4:Independence DayNOW $52 
Bogey Dead 6 NOW $50 Monster Truck Rally NOW $54 Arcades Greatest NOW $47 Incredible Hulk NOW $50 
Breath of Fire 3 09/97 $54 Mortal Kombat Trilogy NOW $52 Area 51 NOW $51 Legend of Oasis NOW $46 
Bubsy 3-D NOW $50 NASCAR Racing NOW $46 Assassin 2015 NOW $52 Mechwarrior 2 NOW $49 
Castlevania Blooditng NOW $42 NFL Game Day 97 NOW $50 Assault Rigs NOW $52 Mortal Kombat Trilogy 08/97 $52 
Command & Conquer NOW $46 Need for Speed 2 NOW $49 Battle Monsters NOW $34 NFL ‘97 NOW $54 
Contra:Legacy of War NOW $46 Pandemonium NOW $49 Battle Sport NOW $42 Need for Speed 2 NOW $54 
Crash Bandicoot NOW $52 Panzer General NOW $32 Battlestations NOW $46 Resident Evil 08/97 $52 
Crusader:No Remorse NOW $49 Rebel Assault 2 NOW $49 Blades of Rage NOW $52 = Shining Wisdom NOW $52 
Crypt Killer w/Gun NOW $69 Ridge Racer Revolutn NOW $44 Bubsy 3-D NOW $50 — Sonic X-treme 10/97 $46 
Dark Forces NOW $49 Soul Edge NOW $45 Bug Too! NOW $42 — Soviet Strike NOW $49 
Destruction Derby 2 NOW $52 Tekken 2 NOW $44 Castlevania Blooditng NOW $42 Space Jam NOW $42 
Die Hard Trilogy NOW $50 Toh Shin Den 2 NOW $46 Command & Conquer NOW $52 ~~ Syndicate Wars NOW $46 
DragonHeart NOW $42 Twisted Metal 2 NOW $50 Contra:Legacy of War NOW $46 Ultimate Mort Komb 3NOW $54 
Duke Nukem 3D 05/97 $54 Wipeout 2 NOW $50 Crusader:No RemorseNOW $49 Wipeout 2 NOW $50 


Visa, MC and Discover accepted. Checks held 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH. COD $8. Price, availability, offer subject to change at any time. Release sched- 
ules and shipping times are approximate, not guaranteed, and subject to change at any time. Hardware orders may require additional shipping and handling charges. Defectives replaced 
with same product. All sales final. Call for details. Shipping and handling charges calculated on a per order, per shipment, and per item basis. The “per order” charge is charged once 
per order placed and the “per item” charge is charged once for each item ordered and the “per shipment” charge is charged once for each shipment we make to you. 
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Source Code 10878 


‘STAR TREK FLEET ACADEMY’ Before Captain Kirk, Commander 
Chekov and Captain Sulu were legends, they were cadets at the 
most celebrated school in the universe, the Star eet Academy. Test 
your ingenuity, leadership and courage and determine if you have 
what it takes to graduate 1st in your class. 
Interplay 

Release Date:NOW CD $55 


SIABRFLEET 
xe TING 


‘F/A-18 HORNET’ There’s 28 different Persian Gulf 
combat missions to test your skills, you can blow 
up everything from am-munition depots using the 
M61 Vulcan cannon to MiG fighters with an AIM9 
Side-winder! 

Graphic Simulations 

Release Date: NOW CD $45 


‘AGE OF SAIL 1775-1820’ Delivers an excellent blend of 
exciting Real Time 3-D perspective naval combat along with 
pageantry and grandeur of those beautifully rendered sail- 
ing vessels from the Tall Ships era! 
Empire 

Release Date: NOW CD $42 


‘THRUSTMASTER GRAND PRIX 1’ Gives you the 
competitive edge with variable throttle and brak- 
ing at your fingertips and lightning fast thumb 
activated shifting. Securely clamps to your desk- 
top. Total steering range is 180 degrees of travel. 
Thrustmaster 

Release Date: NOW $74 


‘X-COM APOCALYPSE’ You command the elite 
X-COM troops as they investigate and repel an 
alien invasion of Earth. You research and manu- 
facture weapons, armor and vehicles. Destroy 
the aliens before it is too late. 

Spectrum Holobyte 

Release Date: 05/97 CD $45 


‘SHIVERS Il’ Harvest of Souls. This time you find 
yourself stuck in Cyclone, the most bizarre town 
south of the 48th parallel. You try not to worry to 
much about that feeling of paranoia, but somebody 
actually is stalking you. 

Sierra 

Release Date: NOW CD $42 


‘BETRAYAL IN ANTARA’ An empire over time has 
fallen pry to corruption and decay. Today a well- 
meaning Emperor faces a crumbling infrastructure 
where bribery, intrigue, nepotism, deceit and assassi- 
nation run rampant. 

Sierra 

Release Date: 05/97 CD $48 


‘ADVANCED DUNGEONS & DRAGONS GUIDE 
REVISED’ The essential manual for all the 
information you need to create and run thrilling 
swords and sorcery adventures is clearly laid 
Out. 

TSR, Inc. 

Release Date: NOW $16 
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‘MAGIC THE GATHERING BOOSTER PAK’ The majestic 
civilization within boast magical traditions dating back 
countless eons. Beneath the burning sun, what power 
can you draw from the potent forces. 
Wizards of Coast 

Release Date: NOW $8 


wr 
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‘DRAGON FORCE’ The world of Legendra has fallen 
prey to the frightening reign of Madurk. His 
unquenchable thirst for power has replaced tranquil- 
lity with terror and honor with treachery. Alas, the soli- 
tary hope for redemption has been reduced to 8 power- 
ful warlords! 

Working Designs 

Release Date: NOW SAT $42 


‘SOUL EDGE’ This is a tale of souls and 
swords, transcending the world and all its 
history. Choose from 10 unique characters 
with their owns weapons and fighting style, 
in amazing 3D, spectacular graphics. 
Namco 

Release Date: NOW PSX $45 


Standard 


Priority Over Mail To Mail To 

U.S. Mail U.S. Mail Night Canada The World 

£10 Days = =. 2-3 Days 2 Day 1 Day 4-7 Days 7-14 Days 
Per Order $1.00 $2.00 $2.00 $2.00 $2.00 $2.00 
Per Shipment $1.25 $1.00 $3.00 $7.00 $2.00 $2.00 
Per Item $0.75 $1.00 $1.00 $2.00 $2.00 $6.00 
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0 apologies required 


Sega Rally Championship 


Sega 
Windows 95 


h, it’s another of those horrible 

console/arcade conversions, ones 

that don’t take advantage of the 
benefits of the PC and feature too little 
gameplay, poor controls, grainy graphics, 
blah blah blah. 

Oops, stop the presses. 

Somehow Sega Rally manages to over- 
come its limitations and overall lack of 
ambition and drive away with the conver- 
sion championship. Perhaps it’s due to the 
superiority of the source — the arcade game 
rocks — or maybe our standards are getting 
lower. Regardless, it manages to be stupidly 
fun, despite having too few cars to drive 
(three), too few tracks to drive on (four), 
and too few options. What it does have is 
that spectacular Rally feel, a superb sensa- 
tion of speed (especially in the first-person 
view), and network play, the mere presence 
of which redeems its inexplicable omission 
from Daytona USA (playing Daytona over 
linked machines is the only reason for its 
existence — it’s not the greatest solo game). 

The bad news? Rally’s frame rate, at any- 
thing but the low-resolution modes, pretty 
much blows, though the 8-bit and 16-bit 
versions perform identically, so go with the 
latter for slightly improved visuals. Typical 
of a Windows 95 game, the joystick control 
can be a little clunky, and the 3D engine is 
pretty sloppy, with a lot of clipping and 
tearing of polygons, disappearing objects 
and poor texturing. It also doesn’t support 
any form of 3D acceleration, something 
that would have gone a long way toward 
making the game playable in high-resolu- 
tion mode. 

But dammit, despite all these flaws the 
game’s just so drop-dead fun to play. It ain’t 
deep, but then again we’re not talking 
about a Papyrus game. It’s an arcade game, 
and makes no pretenses, or apologies, oth- 
erwise. —Steve Bauman 


Banzai Bug 
Grolier Interactive 
Windows 95 


It’s probably a questionable topic for a 
computer game, but Banzai Bug is the sec- 
ond “bug” game in the past few months 
(who could forget the classic Bug! from 
Sega?). A game about bugs sounds like a 
tabloid-style “Pulled from Today’s 


reviews 


Headlines” movie-of-the-week, something 
like “Banzai Bug: an epic adventure about 
the development of Battlecruiser 3000 AD.” 

Anyway, Banzai Bug isn’t a game about 
bugs (plural), but instead a single bug 
named Banzai, who, while minding his own 
business, manages to get stuck in some 
guy’s radiator. Turns out that the guy is an 
exterminator, and has rigged his house with 
traps to catch bugging, erm, budding hooli- 
gan pests. Banzai hooks up with some 
aphid revolutionaries in the guy’s garage 
and joins up with them, flying a series of 
missions in order to drive the exterminator 
and his family from the house. 

With a slick 3D engine and perhaps the 
most realistic “bug” physics found in any 
current bug flight simulation, the problems 
with the game are all related to its depth, 
or lack thereof. With too few “rooms” to 


Sega Rally Championship - the best arcade 


race game turns into one of the best PC race games, 
with some caveats; 
meets 3D gaming, and the results look good, but the 
gameplay is too repetitive 


Banzai Bug - Art deco 


play around in, and with each room having 
repetitive goals (get X matches, carrying 
one at a time, find X pieces of food, go on 
X bombing runs on the wife’s hair, etc.), 
things get fairly boring pretty fast. It’s not 
that it’s not challenging, but repetitive tasks 
just get dull regardless of their difficulty. 

Which is too bad, really, because on a 
purely superficial level, Banzai Bug is a 
winner. It’s visually distinctive (you just 
have to love those retro 50’s graphics, the 
bold pastel colors, and the odd polygonal 
denizens of the gameworld), has an excel- 
lent score (kind of a jazzy hipster thing), 
and had potential to be an interesting “alter- 
native” shooter for the budding lounge 
swinger/computer gamer crowd. Both of 
them. Oh well, they’ll have to stick with... 
uh... all those other groovy hipster games, 
daddy-o. —Steve Bauman 


COMPUTER GAMES 


Duckman, private dick and farilu man, is once again 
down on his luck, having lest both his show and his 
farily, Help quide our favorite duck-detective 
through this off-beat, zany adventure 
in order to get his life back! 
° Interact with characters fror 
the popular sundicated televisior 
show like Cornfed, Kernice. Ajax, 
Charles and Mambo, and King Chicken. 


> Featuring the voices of Tir Curn. Nancu 


Travis, Dweezi! Zappa, and Greqa Berger. 

¢ More thar 10.000 fames of awesome 
hand drawn animation, 

© Solve puzzles, avoid traps. and explore over 


4() locations and 80 diferent scenes. 


htt p:// www. play matestous.cor 


RATING PENDING 


Duckman™ and ©1997 Paramount Pictures. All rights reserved. Software 


created by Illusions Gaming Company. Art and design ©1997 Playmates 
‘- PC ox DE -{@) iVi Interactive Entertainment Inc. PIE is a registered trademark of Playmates 
Tlusions : Interactive Entertainment Inc. All rights reserved. 


ENTERTAINMENT SOFTWARE 
RATINGS BOARD 


ADVENTURE 


Road to Nowhere 


HEAT leaves Miami to start The Movement 


iven the fact that we don’t have a 

Worst-Dressed category in our award 

section, I herein propose three candi- 
dates for Worst Dressed Adventure/RPG- 
Related Entity of 1996. The nominees were 
endless, but a select panel of judges has 
decided upon the following worthy contes- 
tants: 1) Mediola’s Who’s Fat Lou?, which 
actually got store placement while wearing a 
cloak of sexism, tastelessness and a “give the 
bone to the dog” puzzle; 2) The Alien Circuit 
Board Puzzle, which came out of some black 
hole and slipped into its Phantasmagoria 2 
suit when no one was looking; and 3) The 
Elder Scrolls: Daggerfall, which, although it 
was a finalist in its category, actually had the 
audacity to appear in public wearing bugs. 
Congratulations to all, and please remember 
that the decisions of the judges are final. 


HEAT... 


FAST FREE GUILTLESS KILLIN 


Fast, Free, Guiltless Killing — it’s what we 
need — at least according to someone called 
D.G. Bartha, Cyberdiversionist. Guru. Savior. 
Curious about a press release announcing 
the beta test period of a new on-line multi- 
player service, HEAT, I tuned into 
www.heat.net. There I encountered the phi- 
losophy of CyberDiversion. Although it uses 
a technology acquired by a SegaSoft agree- 
ment with Mpath, HEAT appears to be more 
than your normal, everyday, multiplayer ser- 
vice. We see proselytizing in a big way. We 
see the history of CyberDiversion, “the bur- 
geoning social phenomenon, [which] puts 
forth a core belief that states in order to sur- 
vive, mankind must divert its primal, aggres- 
sive urges away from reality to a safe place, a 
place as real as it is unreal...” Dr. Bartha 
professes that since we all house The 
Reptilian Complex, which is responsible for 
our aggressive and territorial traits, we 
should have a safe realm in which to act out 
these aggressions. We as a species need to 
kill and maim. It is inbred — a given. 
Therefore we must start a widespread move- 
ment that will focus these needs toward vir- 
tual battlegrounds, eventually realizing world 
peace (and a new Disneyland in the Middle 
East). “They’re kidding. This is tongue-in- 
cheek stuff, right?” said I. No one from 
Cyberdiversion was willing to talk to me “this 
soon,” and my first thought is that they have 
decided to enjoy a bit of mysterious notoriety 
by surrounding a multiplayer service with a 
pseudo-scientific and philosophical “move- 
ment,” as it were. And my next thought is, 


“Good for them.” If they had me 
wondering for a moment whether 
or not their Old Testament quoting, 
didactic approach to consumerism 
is real or fabricated, then they must 
be doing a pretty good job on some 
others as well. 

On a (much) more wholesome, 
family-oriented note, the recently 
(as of this writing) released 
Roberta Williams Anthology offers 
a compilation of Williams’ work 
spanning more than 18 years’ 
worth of titles. The games range 
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[1] These happy picketers espouse an even 
Newer World Order [2] Join today...kill thou- 
sands tomorrow [3] Saddam Hussein merits a 
free subscription [4] Mixed Up Mother Goose - 
when pixellation was not a problem, but the 
norm [5] Roberta Williams, The Grand Dame de 
Daventry 
from her earliest titles such as Mystery House 
produced for the Apple II, to the first chapter 
of 1995’s Phantasmagoria (which is where 
“family oriented” and Roberta had parted 
ways temporarily). Mystery House was the 
first high-res adventure game in history — no 
sound, no animation and no color. It was the 
biggest jolt to the world of computer gaming 
since slide-rule-wielding engineers were typ- 
ing “throw knife” and “drop rod” during 
Colossal Cave in 1968. Several other Apple II 
games are here, as well as Mixed up Mother 
Goose and the Roman-numeral-colon games 
— Kings Quest I<colon> Quest for the Crown, 
King’s Quest Il<colon> Romancing the 
Throne...Laura Bow IIl<colon> The Dagger 
of Amon Ra, etc. 

The most interesting thing about the prod- 
uct is that it may be viewed from a historical 


March 10, 1997 
HEAT underground headquarters sends Saddam 
paetussein computer equipment and) a HEAT CD. 


March 25, 1997 
The Iraqi Army, the World's third aie ee is 
dishanded. 


April 1. 1997 
HEAT is released on a patie pal scale, 


August 14, 1997 
The HEAT for guns) campaign begins a dmamatic decrease 
in gang violence. 


Yovember 11, 1997 


perspective to show the tremendous change 
in technology over the past 20 years. This 
technological growth also represents the 
worst aspect of the product, which is high- 
lighted when you are warned right off the 
bat by a warm and personal note from Ken 
and Roberta during program installation 
telling you that the early games are so old 
(“HOW OLD ARE THEY?!”), “there is a very 
good chance that some [of these games] will 
not run on your computer no matter what 
you do. Other [sic] will crash randomly. Some 
will run without a hitch, others will run after 
you tinker with them a bit.” Do we need the 
headache? Some will say no. Others will 
enjoy owning this voluminous albeit narrow 
slice of gaming history. It’s safe to say that 
even non-Williams-fans appreciate her 
immense contribution to gaming as we know 
it. Thanks, Roberta, you helped to make us 
what we are today. Addicts. We’ll always 
remember you fondly. —Cindy Yans 


COMPUTER GAMES 


You need ‘em to play. 


Hard. Fast. Guaranteed to thrill. The fastest, most innovative digital ball-basher in the universe is here for your personal pleasure. 
Five savage, fully-animated tables from the ricochet riot of Firestorm to the badass overload of Duke Nukem with all the the authentic 
gravitational pyrotechnics of real pinball. View all the table at once or get close for some whiplash scrolling action! Send scampering 
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ADVENTURE 


Boots of Re 


Bisecting the Circle (of Blood) 


Dragon the Pacific 
(the dragon who looks like Bogart) 
Slim and I took a sea cruise across the 
Pacific after the bandages came off. She was- 
n’t much of a sailor. She had no sea legs — or 
stomach, either. Poor Slim. She was lying on 
her deck chair as pale as a corpse while | 
tried to comfort her. 

“T understand you’re dying,” I said. 

“The mistake I made was kissing you.” 

“T resent that.” 

“T’m sick of you.” 

“Love sick?” 

“Go away or I’ll be sick on you.” 

Poor Slim. Where are her snappy come- 
backs now? She rests in peace — or pieces — 
in the caves under Dragon Blanca. 


Hot & Not 


The role-playing game Diablo went super- 
nova during January (selling over a million 
copies) and continued its rampage in 
February. The game is a particular favorite 
among the multiplayer crowd. The horror 
adventure Realms of the Haunting was very 
popular in Europe in February, but wasn’t 
released in the USA until February 25". 
Timelapse continued at the top of the heap in 
the good old US of A. 


Circle of Blood: Act One 
What a great adventure this is! 

So, there you are, an American in Paris 
and some clown blows up your sidewalk 
Cafe! Why not go inside and try to help? If 
you try to talk to the construction worker, 
the police take over. After they finish with 
you, talk to the pretty girl taking pictures. 
Ask Nico the right questions and she’ll give 
you her telephone number. Then pick up 
the newspaper and give it to the construc- 
tion worker. 

After he leaves, take a tool from his chest 
and use it on the manhole cover in the alley 
across from the Cafe. Explore the sewer and 
pick up a rubber nose, scrap of material and 
tissue. Climb the ladder and show Rosso’s 
card to the concierge. Talk to the concierge 
(show him the scrap) until you’ve gotten 
Todryk the tailor’s telephone number. Use 
the worker’s telephone to talk to the tailor 
and Nico. Nico will give you her address. Go 
to Rue Jarry, talk to the flower seller about 
Nico and avoid being stuck at her door. 

Before leaving Nico, use her telephone to 
talk to Todryk again and after you’ve shown 
her everything you have, she’ll give you a 
valuable photograph and the address of the 
costumier. Go to the Risee du Monde and get 


the name of the clown from the costumier 
(show him the photo and tissue). Say goodbye 
and get a buzzer. For laughs, talk to the work- 
er again and pay a visit to the police. Return 
to Nico’s, call Todryk and get Khan’s address. 
At the hotel Ubu show the piano player the 
photo and tell her about Khan. Try to grab 
the key behind the reception desk. Talk to 
Piermount about the key and she'll help you 
get it. Use it upstairs on the first door to the 
right. Open the window, climb out and enter 
Khan’s room (the first window to the right)! 


Peek out the door. Oops! Khan is com- 
ing. Hide! Once Khan has left, search his 
pants for an ID card and matchbook. Go 
downstairs (use the door) and ask the 
receptionist about the safe then show 
him Khan’s ID card. Show Piermount the 
ID card and she’ll help you get the man- 
uscript. You won’t be able to get the 
manuscript past Flap and Guido so try 


[1] Isn’t Paris beautiful in Circle of Blood ? 
[2] Nico is beautiful, too [3] Ooops! | 
seem to have dropped my manuscript! 
Heh-heh [4] Drew and Flux need your 
help building the Cutifier in Toonstruck 
[5] In Act Two of Toonstruck the guard is 
a moron with allergies 


something really clever. Return to the 
first room, stand on the ledge outside 
the window and drop it! Heh-heh. 

Return to Nico’s and after examining 
the manuscript go the Museum and examine 
the tripod in the center of the room. Say 
goodbye to Nico and fly to Ireland 


Two Toonstruck tips 

fIn Act One, the Cutifier requires sugar, soul 
(sole), chain, pins, spit, arrow, nuts, roll, 
cloak, bells, pepper and stars. In Act Two the 
dungeon guard is a moron with allergies who 
swallowed the key to the cell. However, by 
waiting until he is about to sneeze you are 
able to lift up the floor mat and find a crys- 
tal. Then bang the mat on the bars. The 
dust makes the moron sneeze so hard he 
is propelled against the wall, knocked 
unconscious, and the key flies out of his 
mouth into the cell. 


Adeus (goodbye in Portuguese) 
Next month we'll try to find pi. 
—Andy Backer 
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Winston is such a girl. 
Always opting for diplomacy when he Yeah. 
could just bombard his enemy from space A big fat girl. 
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yst lovers, rejoice. The ultimate 
clone has arrived. Even though the 
promoters scoff at the correlation 
(Oh nooooo, Myst-clone? Noooo, not us...”), 
there is even a humorous tribute to Myst 
deftly woven into the early part of this 
adventure, which tells us that the designers 
certainly expected this comparison. 

You are Lilah, a nanotechnologist, who 
together with your partner Max, are enjoying 
a camping vacation on a remote wooded 
peninsula after having recently completed 
the development of a meteorological satellite 
known as Ceres. One tent with two sleeping 
bags pushed awfully close together, along 
with a few early flashbacks showing Lilah 
and Max engaged in a-little-bit-beyond-chum- 
my interplay, indicate that he is perhaps her 
significant other as well as business associ- 
ate. Through exposition provided by docu- 
ments and film clips in Lilah’s PDA, it seems 
that you and Max have discovered an unusu- 
al black crystal which, in several days’ time, 
has grown into an immense black monolith, 
hundreds of feet high, which you have 
monikered Obsidian. One moment you are 
assembling S’mores by the campfire, and the 
next, Max has disappeared and the appear- 
ance of his hat at the foot of the shiny, crag- 
gy obelisk leads you to believe that he has 
ventured into, or been somehow consumed 
by the structure. Your goal is to find Max and 
discover the secrets of the Obsidian. 

In contrast to the lonely, desolate Myst 
world, where the surrounding plot was ever 
so remote, the Obsidian environment contin- 
ually anchors you to the game’s story. 
Information about the evolution of this world 
is present at every turn, and a growing 
urgency — visions of Max and a sense that 
you are very close to the ultimate discovery — 
continues to provide the impetus to continue. 
The game spans five CDs and takes you 
through four dream realms, immersing you 
in a turbulent exploration of a universe that 
is disorienting and bewildering. You come 
into contact with a hierarchy which is dis- 
turbingly off-kilter, but at the center of which 
is some undefined presence holding Max 
prisoner. You aren’t as alone in this world as 
in other barren gamescapes. Mechanized 
creatures and voices surround you regularly, 
continuing to “ground” you in what might 
otherwise be a very disjointed experience. 

The graphics, enhanced by 32-bit 
QuickTime technology, are beyond stupen- 
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[1] This is probably as close as 
you'll get to Max, at least 
until the endgame [2] These 
“face-bots” are everywhere, 
adding a touch of life to the 
environment [3] Close-up 
standalone puzzles are well 
integrated into the storyline 
[4] The final encounter [5] 
This lightning puzzle is by far 
the most exasperating com- 
ponent in the game 


dous. During navigation, you are able to 
click through video transitions you have 
seen before, but I’ll warrant that in most 
cases you'll choose not to, simply because 
just about everything begs to be viewed 
again. Every scene has been carefully craft- 
ed in rich, stunning detail, resulting in an 
overall dreamlike effect that is not easily 
forgotten. Even Escher would have 
approved of the baffling perspective views 
achieved by the artists. Is it a floor or a 
ceiling? Are you upside-down, or are they? 
The only flaw in the graphic design is that 
it limits you to a very narrow selection of 
exploration possibilities. You want to go 


there or touch fhat and are unable to do so. 


In an environment where you often yearn 
for endless choices, it becomes frustrating 
when, indeed, you have only one or two 
from-here-to-there paths available. 

The original musical score by Thomas 
Dolby is almost always right on the mark. 
There are a few moments of “Huh?” in music 
choices (gee is that “cowboy music?”), but 
generally the mood is very well conveyed 
throughout. Often atonal, the score reflects a 
world that is such, and in doing so enhances 
the player’s appreciation of Obsidian’s sense 
of the absurd. 

Many of the puzzles are relatively original 
(or if not, are interesting variations upon 
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what we have seen before); although often 
discrete, they also somehow remain miracu- 
lously well connected to the evolution of the 
story. A few of them, however, are tedious 
nonsequiturs — most notably an eye-hand 
coordination puzzle (of the type I feel should 
not be included in traditional adventures) 
requiring the player to sequence a lightning 
bolt strike to a moving-multi-faceted path. 
This kind of thing is likely to frustrate even 
the most patient adventurer. Overall, howev- 
er, the broad range of puzzle difficulty and 
general visual allure should leave most play- 
ers satisfied. You'll see a nice variety of word- 
play, logic, spatial relationship, sliding tile (of 
course!) and pulled-from-the-MENSA-qualifi- 
cation-test puzzles, the bulk of which are eas- 
ier-than-not, but including enough challeng- 
ing activities to keep it interesting. 

Anyone who appreciates this particular 
corner of the genre, Myst fanatics especially, 
will find here a perilous, riveting, sometimes 
humorous journey through an awe-inspiring, 
breathtaking environment. Even with its lim- 
ited exploration possibilities and a “puzzle 
grimace” here and there, it’s a trip you'll 
want to take. The game’s offbeat take on the 
world of physics may leave you blithely dis- 
oriented for quite a while. At one point Max 
says, “You can’t just reboot the world.” Well, 
it seems that Obsidian just did. - Cindy Yans 
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Since there are almost no new ideas circu- 
lating around in the gaming industry (or 
elsewhere), many designers have taken to 
combining genres in the hopes of finding a 
successful mix. Take Gremlin’s latest, 
Realms of the Haunting. This is a straight- 
forward combination of full motion video, 
item-based puzzle adventuring and violent- 
ly intense first-person action. Not only is it 
the best thing Gremlin’s done on the PC 
since Slipstream 5000, it’s also one of the 
best games to come out since the 
Christmas rush. 

Realms of the Haunting takes the same 
first person engine used in Normality 
(which is very comparable to Duke Nukem’s 
Build Engine), but adds action to the mix, 
and a dark, surreal, horrific atmosphere. Add 
in heavy portions of very watchable full 
motion video (complete with the occasional 
Wing Commander-like choose-your-path 
decision making in mid-scene), eerie 
sound effects and an incredibly high and 
bloody body count, not to mention traps, 
decent puzzles and death at every corner, 
and you’ve got some pretty involving stuff 
to play with. 

Take the role of Adam Randall, whose 
father has recently died, as he enters a 


dark mysterious house in the spooky Cornish 
village of Helston bearing broken shards of 
mysterious magical seals which (of course) 
are somehow connected to not just his 
father’s death, but the fate of the world. The 
haunted house theme is pivotal here, but the 
game moves out into mythical realms of 
places between, and in, heaven and hell. 
Adam is also joined and aided to some extent 
by Rebecca, the English psychic of his 
dreams (literally), a woman who is not only 
beautiful but actually smarter and more cul- 
tured than Adam himself (who’s a pretty 
bright bulb to begin with). You travel 
through the realms with her, though she 
stays out of sight until cinematic sequences 
pop out, and tends to add her thoughts to 
everything you click on (in some cases, she’s 
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_ (it can become awkward to strafe an 
-mouse-aim at the same time in heated bat- 


tles, which there are plenty of), though you 
can configure the keys to your liking. 
Weapons range from a standard pistol and 
the ever-faithful shotgun to magical staves 
and swords. The variety of monsters is even 
better; demons of all sorts, skeletons, and 
other minions of darkness are all out to 
stop Adam from unraveling the mystery of 
what’s going on and why he’s been chosen 
as the unlucky savior of Earth. The game 
tends to rely on a lot of cheap but effective 
thrills, like monsters popping up behind you 
suddenly and doors that slam shut by them- 
selves. And given the game’s propensity for 
surprise attacks, “Save often” should be 
Adam’s mantra. 


Puzzles are mainly of the item manipula- 
tion sort, though there are a few spots where 
the wrong pathway (in both cinema 
sequences and the actual game) can lead to 
deathtraps. There are a number of action- 
based puzzles to get by (some platform jump- 


Realms of the Haunting 


ing and the like), but on the whole, 
getting through many of the devious 
traps the first time would take an 
enormous amount of perception and 
caution. The interactive conversation 
parts are mainly consigned to 
“Who/What/Where is: choose name 
from list,” but the acting and direc- 
tion is actually quite good, and the 
story line is invitingly spooky stuff. 

Graphically, Realms has some odd contra- 
dictions. Some areas are absolutely stunning, 
while others look downright primitive; the 
game’s engine was quite good when 
Normality came out, but is aging now. Some 
impressive lighting effects have been added, 
however, and the monsters look great. Sound 
effects are excellent as well, though the 
music is pretty weak in general. 

It seems likely that Realms of the 
Haunting is bound to start a trend of some 
sort in merging adventure with action in this 
manner. Gremlin has created a long and 
challenging game with excellent atmosphere 
and story progression to keep you involved 
and motivated through the whole bloody 
thing. —Jason D’Aprile 
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ADVENTURE reviews 


§.P.Q.R. The Empire’s Darkest Hour 


GT Interactive 
Windows 95 


KK KK 


In the year 205 AD, Rome is about to crum- 
ble in the hands of a mysterious traitor 
known as Calamitus, and only you can stop it 
in S.PQ.R., the latest in a long line of Myst- 
like graphic puzzle adventures. Sporting 
what is supposedly a detailed recreation of 
ancient Rome, the game charges the player 
with discovering the identity of Calamitus 
from a list of five suspects. $.PQ.R. takes 
place over the course of a single year, in 
which time you must keep up with the jour- 
nal entries of the suspects, travel through the 
streets of ancient Rome in search of puzzles 
leading to material evidence and stay current 
with the local newspaper. 

Most of the puzzles are based on aspects 
of Roman culture and science, and unless 
you happen to be a historian of ancient 
Rome, the only way to understand most of 
the game’s seemingly obscure tasks is to 
keep up with the journal entries which tend 
to update at convenient times (once the 
proper entry is read, the puzzles become 
much more manageable). Consequently, 
there’s an awful lot of reading to do here, 
and the going can be extremely slow (even 
for this sort of game). The story line is solid, 
however, and the journal entries are well 
written, sounding almost like an encyclope- 
dia of ancient Roman life. Ironically, despite 
the fact that S.P.Q.R. takes place before the 
fall of Rome, you wouldn’t know it from the 
way the game portrays the city. The beauti- 
fully rendered streets and buildings are all 
totally devoid of life, though the game does 
have nicely ambient sounds and music. Also, 
navigating through the city can be cumber- 
some, since the game has a tendency to 
move you in confusing directions. 
Fortunately, an automap is included which 
will let you instantly travel to previously vis- 
ited places. 

Overall, S.P.Q.R. is a bit more slowly paced 
and intellectual than the usual Myst clones 
and definitely doesn’t break any innovation 
barriers, but is recommended for the more 
hard-core graphic puzzle adventurers and 
hobby historians. —Jason D’Aprile 


S.P.Q.R. 
A Fork in the Tale 


A Fork in the Tale 


AnyRiver Entertainment, Inc. 
Windows 95 
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Cheaply acted, directed, costumed and filmed 
with a hand-held Camcorder in such exotic 
locales as the beaches and forests of San 
Mateo, AnyRiver’s A Fork in the Tale smacks of 
being produced with too little money. There 
certainly wasn’t much invested in the game 
outside of Rob Schneider’s salary (now that 
he’s a star of Men Behaving Badly he must 
have cost a few bucks). The game features five 
CDs filled with home movies, and not even 
very good ones at that. There are some special 
effects, and Schneider does his best to save the 
footage — as in America’s Funniest Home 
Movies — with funny voice overs, but it’s too 
late. Stick a fork in this turkey; it was done 
before Schneider got started. 

But all is not a total loss. The 
engine that drives the video is fast 
(15 frames per second), and along 
with the game’s rapidly appear- 
ing/disappearing option icons, 
immerses the player in the immedi- 
acy of decision making. Some of 
the unknown actors in the movies 
have moments that are genuinely 
charming (Rob’s voice-overs are 
always funny). The theme is 
intriguing; the player may start as 
the non-heroic type, but during the 
game he or she must make heroic 
choices in order to win the game. In other 
words, the player must grow and develop into a 
hero. Buried under all the dross is a kernel of 
gold. If only someone had spent a little money 
to build a set or two, construct some proper 
costumes, hire professional actors and a direc- 
tor (apologies if those are pros), the script 
could have been done justice. The game could 
have been a contender. 

As it is now, Fork may still be a cult hit — it’s 
highly original, has a complex story line, weird 
puzzles, and is fun to play — but only the most 
perceptive of players will be able to ignore its 
complete lack of professionalism and really 
enjoy it on the level of a high school produc- 
tion. —Andy Backer 
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Hasbro Interactive 
Windows 
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“Professor Plum did it in the pantry with a 
flaccid sturgeon!” Since the early 1940s, 
phrases such as this were uttered in many 
American households, as the board game 
Clue made its popular debut. Now, Hasbro 
brings that classic board game to life in 
Clue CD-Rom. 

Not satisfied with a simple port of the 
original game and its rules, the entire 
mansion is rendered in a 3D walk-through 
for your visual exploration. In exact 
detail, gamers will bound back and forth 
between those familiar rooms to view 
videos, catch subtle clues and collect 
enough information to make an educated 
guess at whodunnit. 

There’s enough video footage in the 
game to span three CD-Roms. Though many 
of the game’s suspects are willing to chat, 
you'll get the impression nobody is telling 
the truth, the whole truth, and nothing but 
the truth. Other than the mysterious butler 
who introduces each tale (and who elicits 
all the enthusiasm of a tattered clothesline), 
no character is beyond accusation in each 
of the presented mysteries. 

More than enough historical precedents 
exist for teaching companies not to tamper 
with a tried-and-true success formula. Take, 
for example, New Coke. Or the cordless yo- 
yo. Or the Bludgeon-Me-Elmo doll. 


Clue 


Simply put, translating the classic board 
game to the PC theoretically allows unlimit- 
ed replay of a game with forty years of 
proven success. Instead, Hasbro has opted 
for a finite number of quests while stuffing 
in that old time religion of full motion 
video. In doing so, they make a great game 
on a different “platform” (namely, any flat 
surface) into an average murder-mystery 
game on the PC. 

There are much worse games, and there 
are better games on the market. If you get 
the shakes whenever someone cries 
“Matlock’s been preempted!” then Clue 
deserves a spot in your toy box. —Cindy Yans 
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Boy, kids have it made, don’t they? After all, 
for years parents have cowered in the corner 
watching their children devour premium 
titles, like Putt Putt Saves the Zoo, Freddi 
Fish, Fatty Bear, and Cheech and Chong’s 
Fun with Phonics. 

Now that Broderbund has introduced 
Koala Lumpur: Journey to the Edge into its 
line-up, it’s more important than ever to steer 
your kids towards other ventures. Tell them 
Santa fell into the septic tank. Try a forced 
march. Give them the car keys, and let them 
play car bingo (making sure the words 
“Welcome,” “To,” and “Juneau” are included 
on each bingo card). Do whatever it takes to 
get the wee ones away from the computer so 
you can enjoy this incredible title. 

As the tale unfolds, Koala Lumpur, the self- 
proclaimed fuzzy wuzzy transcendentalist 
marsupial stumbles upon an ancient and 
mysterious scroll. Erroneous mumbling of the 
wrong chant sends him plummeting towards 
the great intersection of the afterlife, where 
he’s met by Ella Mental, Supreme Being of 
the Universe. She assigns him the task of 
finding the Lost Scroll of Cartoon 
Prophecies before the great Comedy 
Apocalypse occurs. 

From the enchanting introduction to 
the tear-jerking finale, this game is a first- 
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class production. Spanning four worlds of 
zany entertainment, there’s hardly a chance 
to catch a breath during the non-stop dia- 
logue. Characters banter, cajole, and general- 
ly bumble their way to success. 

The game mimics many educational titles 
in its usage of cartoon cel animation. Where it 
deviates from the ho-hum standards rests 
clearly in its style and presentation of that 
same type of artwork. Broderbund pulled out 


all the stops to breathe life into Koala Lumpur 


from a visual standpoint. Strategically and 
thoughtfully placed visuals, animation, and 
sound effects add more to the game than a fez 
filled with full motion fluff ever could. 

From the wry and mystical wit of Koala to 
the ever-thoughtful witticisms of Dingo (the 
canine world’s answer to Beavis Gump), the 
real strength of the game lies in the cartoon 
cast. Anyone who’s ever had an old girlfriend 
(inflatable ones are worth half credit) will 
cringe at Tuf Luv, Dingo’s hammer wielding 
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Prepare to smirk and chuckle uncontrol- 
lably when each member steps in and out of 
character, delivering his or her lines with 
hilarious effect. The barrage of subtle barbs 
and Zen-based pondering capitalize perfectly 
on the absurdity of each situation. In several 
instances, a flurry of one-liners between cast 
members will fly back and forth so fast you'll 
reload the game just to catch the remarks 
that got missed. 

Best of all, Koala Lumpur never loses 
sight of its intended goal: to entertain. And 
entertain it does, spiriting gamers away from 
reality into a madcap world of make believe. 
For just a little while the rigors of daily life 
fade, replaced with a sudden urge to grow 
shaggy fur, eat eucalyptus leaves, and mutter 
sappy, cryptic quotations even Reader's 
Digest would shudder to print. 

Only brevity and simplicity dampen this 
otherwise unforgettable game. In truth, the 
finish line is way too close to the starting 
gate for most veteran adventurers. Breezing 
through the game in a few days remains a 
best case scenario; several hours seems more 
likely. Perplexed individuals who insert dol- 
lars bills into their CD changers expecting an 
immediate four quarters back will be mental- 


Koala Lumpur: Journey to the Edge 


ly taxed by this game; for the rest of us, 
however, there’s only the slightest bit of 
challenge from any of the included puzzles. 

Kids, take this advice as fair warning. 
Despite the cartoon look of the game, at 
heart it’s an adult adventure. Parents may 
find some material unsuitable, so it’s best to 
wait until you’ve tucked them into bed before 
playing. Just enough bathroom humor and 
forbidden language exist that you wouldn’t 
want your folks to find out you already know 
(reliable sources informed us that a nude 
shot of Senator Lieberman was removed 
before the final printing, after several techni- 
cal artists heaved on the filmstrip). 

In an industry where “Old actors never 
die, they’re just restored from the last saved 
game,” Koala Lumpur leaps to the top of 
the pack with its torch held high. Replacing 
the usual full motion video with high 
“Koala-ty” cartoon animation, this title is an 
atypical breath of fresh air. And hey, it sure 
beats going to the beach with grandma. 
—Tim Royal 
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ADVENTURE 


Diablo 


hints & tips 


What to do when all hell breaks loose 


ello. I’m Sam and I’m a Diabloholic. 

I’ve been playing almost non-stop 

since I got the demo. And I have no 
intention of quitting. If you don’t have a copy 
go get one and then read the rest of this arti- 
cle; I’ll wait... 

Diablo is the best dungeon crawl I’ve 
seen and, judging by the message traffic, 
most of you think so, too. The first thing I 
did after beating Diablo was start over as a 
new character. 

If you’re just starting out, try the warrior. 
He is easiest to keep alive because of his large 
number of hit points and his ability to deliver 
massive damage and wear heavy armor as the 
game progresses, which allows players to 
wade into a swarm of enemies and survive 
long enough to get back out again. 

The next easiest is the rogue. Her machine- 
gun-like abilities with the bow enable her to 
quickly mow down enemies before they can 
close to melee range. However, once enemies 
get close life gets interesting (briefly). While 
rogues have many more hit points than sor- 
cerers, their total hit points remain modest 
and their reduced strength limits the ultimate 
armor class they may attain. 

Sorcerers lead an often short but merry life 
until they enter their early teens. Once built 
up, their ability to cast large numbers of spells 
cheaply (especially group-killing spells such as 
nova or flame wave) make them the most pow- 
erful characters in the game; with mana shield 
they become nearly as durable as warriors. 

When building up characters in the begin- 
ning it is better to put all your points into rais- 
ing a stat from 20 to 25 than to put one or 
two points in each attribute. Browsing in 
Griswold’s or Adriana’s shops shows that there 
are crucial marks to hit for the first three stats. 
Raising the “big three” attributes of strength, 
dexterity and magic to 25 will let you use 
most weapons and spells in the early game. 

In combat, victory often goes to the swift, 
not the strong. When attacking a foe that 


When encountering a monster for the first 
time, note what it casts. Monsters are usually 
resistant or immune to what they throw and 
quite vulnerable to its opposite 


does large amounts of damage 
quickly, like the Butcher, use faster 
weapons. My warrior was able to 
beat him using a shortsword with a 
minor damage bonus, only being 
struck once. Other methods of deal- 
ing with this type of critter are 
extensive use of fire wall spells (get 
a staff, they work wonders) or a bow 
of the bear (wonderful weapon). 
Having arrows that knock back your 
opponent is a tremendous plus. 

When shopping for trinkets, look for items 
with fast attack and fast hit recovery. Every 
time you hit your foes you abort their action; 
the same goes for you. So the faster you 
strike, the fewer chances they will have to 
strike back. Fast hit recovery is excellent 
when you are swarmed, letting you continue 
to put down critters even when taking multi- 
ple hits. 

It is essential to learn to use the <Shift> 
key while attacking, especially for rogues. 
Doing so will keep your character in that 
crucial position just outside the door or 
against a corner, so that you can deal with 
foes one on one. By the way, if you kill 
someone in a doorway that door will 
become blocked. 

Whenever possible, build up your golem 
and stone curse spell abilities and/or acquire 
staffs which cast these spells. Stone curse will 
even freeze Diablo in his tracks for a time. 

At first, I had a terrible time with Diablo. 

I tried swinging away at him with my King’s 
Staff of Inferno (doing 46-67 points of dam- 
age) and died after running out of full heal- 
ing potions. I also tried casting many 
guardian spells from a staff; died then too. 
Finally, I went upstairs and got Arkaine’s 
Valor (-3 points damage) a sword that steals 
5% life (Shadowhawk) and went back to visit. 
It worked like a charm and I only used one 
full healing potion. I was able to hit him fast 
and get back most of the lost health his dam- 


Dealing with goat archers and Succubi can be 
most frustrating, but if you can chase them into 
a corner take the diagonal position and start 
bashing. They can‘t escape 


Class 
Strength 250 55 45 
Magic 
Dexterity 60 250 85 
Vitality 100 80 80 


Maximum Attribute Levels 
by Character Class 


Warrior Rogue Sorcerer 


50 70 250 


age was inflicting on me. I hear that large 
numbers of golems also work well. 


Johnny Quest 

Most of the quests are straightforward, but a 
few merit special notice. To find water for the 
poisoned well quest, look for an interior room 
with no entrance. You will find a crack with 
some lamps around it. Move your cursor over 
it until you get the entrance message. 

When you finish level four you will have to 
deal with the sign quest. This one has two 
endings. If you give the sign to Ogden, you get 
the Ring of Truth and Snotspill will attack 
you. If you give the sign to Snotspill he will 
attack you and you get no trinket. (I know 
which one I’d choose.) 

To solve the bloodstone quest you must 
touch the altar with the bloodstone you pick 
up (do this by leaving your inventory screen 
open and clicking on the bloodstone). This 
opens another room holding some horned 
demons. In that room, you will find another 
bloodstone. Take it back to the altar and touch 
it again. This will open yet another room with 
more demons. As the dust settles from their 
demise, another bloodstone is revealed. One 
last time, touch the altar, kill the demons and 
collect Arkaine’s Valor, the best armor you are 
likely to find for a long time. 

Well, enough of this. Time to get back to 
the important thing in life; playing Diablo. 
—Samuel Brown Baker, II 


Be aware of the possible uses of terrain. | used 
this island in the lava to safely snipe at a large 
host of monsters with a bow. It was easy to kill 
the few that tried to join me along the narrow 
neck of land 
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List of Shrines 


Names 


Message 


Effect 


8588888 a | 


Abandoned The Hands of Men are guided by Fate. Raises dexterity by two. 

Blood Fountain - Raises health by one each time it’s used. 

Creepy Strength is bolstered by heavenly faith. Raises strength by two. 

Cryptic Arcane power brings destruction. Casts nova spell and refills mana. 

Divine Drink and be refreshed. Completely heals character, refills mana and gives two full potions 
Depending on character's level the potions will be some combination of 
full rejuvenation, mana and health. 

Eerie Knowledge and Wisdom comes at cost. Random effect. 

Eldritch Crimson and Azure becomes like the Sun. Transforms mana and health potions into rejuvenation potions, either reg- 
ular or full, as appropriate. 

Enchanted Magic is not what it seems to be. Lowers a random spell level by one, raises all others by one. 

Fascinating Intensity comes at the cost of wisdom. Gives you hit points, lowers mana. Raises firebolt by two levels. 

Fountain of tears - One attribute is lowered by one another is raised by one. 

Glimmering Mysteries are revealed in the light of reason. All items are identified or the full map is revealed. 

Gloomy Those who defend seldom attack. Lowers the damage done by every weapon carried or worn by one. Raises 


Goat Shrines, Cauldrons 


the armor class of each piece of armor carried or worn by two. 
Random effect. Look up the message to find out what was done. 


Hidden New strength flows from destruction. One item worn has its durability lowered by ten, all other items equipped 

have their durability raised by ten. 
Your skills increase, but at a price. Lose all but one gold piece. All stats raised. 

Holy Shrine Wherever you go, there you are. Phase shifts character outside the room. 

Magical While the spirit is vigilant the body thrives. Casts mana shield. 

Murky Pools - Casts Infravision. 

Mysterious Some are weakened as one grows strong. One random attribute is raised by five while one or more of the rest are 
lowered by one, depending on your level. 

Ornate Salvation comes at the cost of wisdom. Raises holy bolt by two levels and lowers mana. 

Purifying Spring - Raises mana by one each time it is used. 

Quiet The essence of life flows from within. Raises vitality by two. 

Religious Time cannot diminish the power of steel. Repairs all items. 

Sacred Energy comes at the cost of wisdom. Raises charged bolt by two levels and lowers mana. 

Secluded The way is made clear when viewed from above. Fills in your map. 

Spiritual Riches abound when least expected. Fills all empty backpack slots with gold. 

Spooky Energy comes at the cost of wisdom. All players get full life except the user. 

Stone The power of mana refocused renews. Recharges all staves. 

Tainted Those that are last may yet be first. The user has a random stat raised by one. All others have ail stats lowered 
by one (and feel immediately like attacking the user). 

Thaumaturgic You hear a series of creaks and thumps. All chests on that level are refilled. 

Weird The sword of justice is swift and sharp. Raises the damage done by all weapons by one. 


Notes on the shrines: Many of the shrines have effects which vary according to the class and level of the character who activates them. As always, 
your mileage may vary. 
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When | finally killed Diablo it was in part 
because | let him back me into a corner. That 
way he couldn’t “bounce” me out with his pow- 
erful attacks 
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Always wave your cursor around the screen. 
You never know what you'll find hidden in 
some corner of stone 


In single-player games you can keep extra stuff 
in town without worry and if you leave all your 
gold it won't be snatched by a shrine 
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Subscribe now and get Computer Games 
Strategy Plus magazine delivered to your 
door at an incredible savings. 


Our editors are gluttons for gaming 

but they do share the spoils. 

Every month you'll get fast-breaking news, 
exclusive previews, in-depth game reviews, 
and expert tips. 


Don't be shortchanged. 
Get the goods, get Computer Games Magazine. 
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Simulations: The nature of the beast 


ithin a month of release, both 

Jetfighter II and Flying Corps 

have reminded us of a fact easily 
forgotten about complex simulations: 
they’re best judged not on initial release, 
but on how the designers and publishers 
follow up after release. Mission Studios 
and Rowan Software score high marks for 
having come up so quickly with patches to 
correct things perceived to be flaws in the 
1.0 software. In the former case, I can 
report without 
quibble that the 
joystick routines 
now work precise- 
ly and according 
to spec, pushing 
this F-22 sim back 
into territory 
where it’s fun to 
fight and fly 
again. In the latter 
case, well, the 
view controls are 
still not perfect, 
but they’re sub- 
stantially more 
effective (and less 
intrusive) than 
they were. Lots of 
other subtle 
improvements have been made to Flying 
Corps in the patch as well. 

If you want models of the ideal joystick 
control routines for simulations, by the way, 
look to the recent Air Warrior II or to MSI’s 
Back to Baghdad. Both sims take this part of 
the design where nobody’s gone before. 
Everyone pay attention. 

It’s been noted frequently, but it cannot be 
emphasized too much that simulations on the 
PC continue to be a special kind of beast in 
the software entertainment industry. Nothing 
else draws upon as many different technolo- 
gies, as many different game and interface 
design concepts, and needs to integrate them 
all as seamlessly as a serious simulation. At a 
time when Everything Including the Kitchen 
Sink seems to be the driving principle behind 
most new games, it thus behooves the 
designers of sims to be especially careful 
about their ambitions. In a genre which by 
its nature is ambitious, decisive ideas early 
on in the design process about what’s impor- 
tant and what’s not need to be made, so a 
simulation will stand half a chance of taking 
less than four years to develop and actually 
making it to the shelves. 

Which raises a related, important issue. 
Players are taking simulations way too seri- 


ously these days. It’s a trend which 
has always been with us; it intensified 
around the time Gunship 2000 
shipped, and has been growing worse ever 
since. The simple fact is, you’re never going 
to get to the point of having the full experi- 
ence of being in an airplane, flying the damn 
thing, firing AIM-120s and dodging archie in 
a PC simulation, no matter how sophisticated 
the software or hardware gets. If you’re will- 
ing to sit down, go through the grieving 
process over this fact, acknowledge it and 
move on, the next thing to think about will 
then be, what makes a simulation on a PC 
interesting and fun to play? 

Sim veterans may be gnashing their teeth 
over this line of reasoning, especially given 
what they consider my charitable, cheerful 
embrace of such spat-upon “lite” sims as 
Silent Thunder and F-22 Lightning II in past 
reviews, but I stand my ground on the idea 
that whatever else is going on, simulations 
have to involve some pleasure in the process. 
Information and technology presented raw 
without some sort of aesthetic or intellectual 
gratification’s about as much fun as learning 
a command-line interface for a complex 
operating system. Even if your goal is pure 
learning, the best learning goes on when 


[1] There are lots of really pretty things _ 
to see in Jetfighter 3 [2] With the recent 
fixes it’s now a pleasure to fly this F-22 
[3] Check out the stealth possibilities fly- 
ing low‘n slow in an F-22 [4] Flying 
Corps is full of incredible detail, and now 
it works better, too . 


there’s pleasure in the process. 

I think what many sim vets — at least the 
ones still operating within the bounds of rea- 
son — are really complaining about when 
they fault “lite” sims is that there’s not 
enough there for intellectual pleasure. The 
real joy of a simulation is the mastery of a 
complex, dynamic (what we now call “real- 
time”) system and the learning of the para- 
meters within which that system can operate. 
Even more, the best simulations provide 
plausible results even when the player/user 
exceeds the parameters, providing interest 
and information even (maybe particularly) at 
the point where things go wrong. 

The aesthetic pleasure of a sim comes 
right now mainly from the art work: the ter- 
rain representation, the detailed cockpits, the 
instruments, the explosions, the 3D object 
models, and in this area, sims have a lot to 
compete with in the arena of 3D game envi- 
ronments. The intellectual pleasure of a sim 
goes beyond all that, though, and remains 
unmatched in computer entertainment when 
it’s done right. Doing it right’s the hard part. 
Crunch Out. —Steve Wartofsky 
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‘gf aving just written a book covering 
Me reversals, I thought I'd quote myself (and 
get a shameless plug along the way!). 


In some circles of flying aces, a reversal is 
when an airplane suddenly reverses the 
direction of its turn. However, with respect 
to the BnZ, reversals are really just turns. 

- Here are the turn options used in the BnZ 
reversal steps: 


m@ The standard BnZ reversal (if there is such 
a thing) is generally known as a half Cuban 
8. It’s basically a two-thirds loop with a half 
roll on the down side. This is a great maneu- 
ver if you have the E, because it turns you 
around quickly, and you gain maximum 
potential E in the process. 


mu When your E reserves start to dwindle 
(which usually happens when you need 
marksmanship work or you're fighting a 
good pilot), a Chandelle becomes the reversal 
maneuver of choice. This maneuver is almost 
like a half Cuban 8, only it isn’t done exactly 
perpendicular to the ground, but rather at an 
oblique angle to the left or right. 
Furthermore, the half roll isn’t really a roll; 
you merely level your wings on the way out. 
The benefit is that it doesn’t expend as much 
E as a Cuban 8 because you’re not going over 
the top. On the other hand, you’re not gain- 
ing as much potential E either. 


w A variation of the Chandelle is known as 
the Wing Over. This maneuver relies on rud- 
der to tighten the turn at the top of the 
oblique angle climb, rather than on input 
from ailerons (roll) and elevator controls. It’s 
very similar to a Hammerhead maneuver, 
except that it isn’t as vertical. The drawback 
to this maneuver is that your airspeed drops 
significantly at the top of the turn. It isn’t a 
very good choice unless the bandit is a lot 
lower than you are. 


m If your E level drops even further, zoom 
and use a half reverse Cuban 8 for your 
reversal. This maneuver is like a Split-S pre- 
ceded by a climb. This reversal gains you 
some E, but your reversal rate suffers 
because you now have gravity working 
against you in the lower half of the loop. 


w Finally, if your E is tapped out and you 
need to reverse, the Split-S is the only 
choice left. Most likely, if you’re in this situ- 
ation, you’re now probably on the defensive. 
(You should have bugged out when I told 
you to!) The problem with the Split-S, of 
course, is that you’ve gained no valuable 


oa 


Air Combat Advisor 


& Part Five: Boom and Zoom 


[1] The half Cuban 8, a two-thirds loop with a half roll on the down side, is the standard BnZ reversal 


[2] The Chandelle reversal maneuver is a good idea when your E is low 
[3] The Wing Over maneuver is a variation of the Chandelle maneuver 
[4] The half reverse Cuban 8 is like a Split-S preceded by a climb 


potential E for your reversal. 


Some BnZ tips 
Consider the following tips when undertak- 
ing a BnZ maneuver: 


m Impatience is the most common cause of 
BnZ failure. Many new pilots either get 
caught off guard with bandits closing in on 
them before they’ve stored enough E, or are 
too anxious to get into battle and just dive 
in before they’re really ready. The best 
advice is: don’t be in such a hurry to get 
shot down! Sure, if you’re flying online and 
not doing the flat-rate thing (or if your flight 
time is limited by real life), you’re looking to 
get the maximum combat per hour in. But 
getting shot down repeatedly isn’t worth any 
online charge either. Before you enter a bat- 
tle, make sure you have enough E for an 
escape after your attack (about 275-300 
KIAS for the initial attack). The same goes 
for subsequent attacks. 


m The second most common mistake is hanging 
around the battle too long. If you don’t kill your 
target within a few passes, rest assured that 
enemy reinforcements will be on the way shortly. 


m Be careful not to bleed your E unnecessar- 
ily. Be smooth and deliberate with your con- 
trol actions, and above all, don’t get suck- 
ered into the turning fight unless you know 


you have at least an equal or better match in 
aircraft, E, and skill. 


m If you reverse too soon, you'll need to fire 
when upside down (inverted). This isn’t a 
bad situation, but avoid the temptation of 
following the bandit under you. A vertical 
fight is a turning fight done in the vertical 
plane. If you’re in a strictly BnZ aircraft, 
you'll be at a disadvantage. 


w If you find yourself on the high side of a 
half Cuban 8 or any other similar vertical 
maneuver and you’re low on airspeed, use 
your flaps. It’ll increase your lift and subse- 
quently lower your stall speed. This will 
reduce your chances of inadvertently going 
into an inverted spin. 


m The secret advantage to the vertical attack 
is that your airplane will roll faster than any 
plane can turn. 


m Apply rudder in the same direction of your 
roll to improve your roll rate. Just don’t for- 
get to move it back to neutral when you’ve 
finished your roll.—Ben Chiu 


Reproduced from Air Warrior II Strategies & Secrets 
by permission of SYBEX Inc., ISBN 0-7821-2066-0 
©1997, SYBEX Inc. All rights reserved. 

For further information, please contact 
info@sybex.com or 1-800-227-2346. 
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Cruising the unfriendly skies 


Air Warrior II 
Interactive Magic we 
Windows 95 Kc" . w 


reviews 


or 10 years, on-line pilots have cruised 

the skies of Air Warrior in their 

Hellcats, Spitfires and Corsairs, chalk- 
ing up kills against other live pilots. Up until 
now, however, the game has only been acces- 
sible through on-line services. This changes, 
with Kesmai and Interactive Magic having 
teamed up to make flying a much easier task 
in the boxed version of Air Warriorll. 
Though partly intended for use as a trainer 
for on-line play (which is included), Air 
Warrior II also proves a fantastic simulator 
for off-line players wanting to pilot a large 
assortment of military aircraft spanning 50 
years of aviation history. 

Starting with the setup options, it soon 
becomes apparent that many details have 
been fine tuned for this release. Joystick 
setup is arguably the best ever created for a 
flight-sim, with pictures of the wide variety of 
supported joysticks, throttles and pedals 
included. Erratic control and joystick drifting 
are managed with deadband and damping 
sliders; the joystick may be even more pre- 
cisely tuned with the scaling controls. Even 
the newest trend in flight controls — force 
feedback — is supported. A wide array of real- 
ism preferences are available as well, making 
it simple to customize difficulty, buffeting, 
stalls, g-forces and even spins. 

The biggest attraction of this simulation, 
however, is its sheer variety. With eight the- 
aters of war, ranging from Word War I to 
Korea, and 35 different Allied and Axis air- 
craft, opportunities abound for escort, Pilot’s view to the right in a A-26 Invader (notice 
defend, attack and bombing missions across the co-pilot) [2] World War | Central Powers theater 

—_ , Moving in for the kill [4] Example of detailed air- 
aviation history. One second you’re downing plane information in on-line flight manual 
Sopwith Camels in your Fokker DR1; 


moments later you’re dropping bombs from a 
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Boeing B-17G Flying Fortress 
History 
The U,S, Army Alr Corps specification almed rather high 
for 1934- a bomber capable of 250mph, 10 hours 
endurance, and a substantial peyload, This wee an era 
still dominated by biplane fighters that could not achieve 
such a speed, Yet Boeing wae suited to meeting this 
spec, as they already had experience with high speed 
transport planes. Thely enswer was a four engine aircraft, 
and their design became the 8-17, the most famous 
bomber of World War Ii, 
In many ways, the B-17 was il! suited to becoming the 
legend itis today. its moniker, Flying Fortress, woe @ 
misnomer at first. Early B-17% were weakly armed, 
carrying only three gunners operating single machine 
guns from cumbersome blister positions, It's initial role 
was to defend American interests in the Pactfic by 
bombing enemy ships - a mission ne level bomber ever 
managed to accomplish, Finally, the Fortress was 
designed as a medium bomber. Its four engine ei 
Mor 


B-17 on a German munitions factory. Unlike toric battles and missions are modeled in the able as well, but is only useful in close com- 
the on-line version of Air Warrior (with its highly detailed campaigns, and if 340 mis- bat situations, since it lacks the message box 
generic artwork for most of the planes’ interi- sions are not enough, you'll find an off-line and complete radar data. For those who wish 
ors), this game has individual cockpit and mission editor to create more. Interactive to show proof of their battle prowess a gun 
window-view artwork for each of the aircraft | Magic has even set up a site on their web camera can be used in-flight and then 

you can fly. page — Warriors Hall —- where missions and replayed later. 

Another high point in this simulator is the | gun camera film may be exchanged. The biggest disappointment in this simula- 
inclusion of over 340 missions, split up into With years of work, the flight-model is tion is the lack of detailed background and 
six complete campaigns in the European well crafted and at full realism can be very textured graphics. While the interior artwork 
WWII era, with individual missions in all the difficult, with the pilot having to watch spins, | and corresponding views are very crisp and 
other theaters. For beginners there is a set of | g-forces and the enemy all at the same time. clean, the ground detail and views of the 
training missions, teaching the basics of The combat view takes up only about half of | enemies and wingmen are simple polygon 
flight, maneuvering and the various forms of — the computer screen, with radar data of other — graphics. Much of this is probably attribut- 
aerial combat. Normal missions run the full aircraft appearing to the sides and top. A text _—_able to the fact that the game was originally 
gamut, from escorting bombers over the message box appears at the bottom, display- designed for on-line play at a time when 
English Channel to searching for Admiral ing remarks from wingmen and other mis- massive amounts of graphics texturing would 
Yamamoto over the South Pacific. Actual his- sion information. A full screen view is avail- produce serious overhead; perhaps a 3D- 


COMPUTER GAMES 


SUS eo reviews 


accelerator-based upgrade will be in the off- 
ing in the future. 

Though the terrain graphics are outdat- 
ed, there are some minor inconveniences 
with keyboard commands and the external 
views are limited, Air Warrior II is never- 
theless a very complete and appealing 
product. Informative and easy to learn for 
a beginner, but still challenging and diver- 
sified enough for a veteran, this simulator 
gives you a wide range of flying experi- 
ence, which can be very useful when fac- 
ing down live opponents in the skies of 
cyberspace. —Jim Pedicord 


G-Nome 
7™ Level 
Windows 95 


KKK KK 


As the big battling robot genre continues to 
grow, the standards for design, control and 
play are starting to fall into place. Much like 
the flight and air combat sims which came 
before, an implicit agreement is developing 
over how this type of simulation should be 
controlled, with (in this case) combinations 
of joystick, mouse and keyboard on offer. 

7° Level’s G-Nome goes so far as to specify 
an option to load one of various control sets, 
so that the player can emulate EarthSiege or 
Mechwarrior 2 styles of control and play. 
This is a good thing, as it allows the player to 
move back and forth between robot sims 
seamlessly, without having to learn new com- 
mand and control sets. 

The other implication here is that the 
designers of this game see themselves as 
squarely in competition with the above-men- 
tioned titles. The game therefore should be 
judged on the terms it presents itself. As a 
competitor with these other major simula- 
tions, the game is a disappointment, offering 
little in the way of resource management or 
complex tactics and AI for the player to 
work with. 

The animations for the game are superb, 
and go well beyond anything else (yet) 
offered in the genre, especially for the robots. 
No-one has provided as realistic a suite of 
imagery to give the player the feel that 
they’re really there with these things; the 
dynamism of the opponent robots’ animation 
gives them a living quality without equal in 
computer entertainment. Pentium Pro and 
MMxX users will in particular benefit from this 
part of the design, as the software is opti- 
mized to take advantage of the instruction 
sets of those chips for speed. 

While the landscape is more or less flat, 
there’s enough variety of terrain to keep the 
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player from feeling like they’re playing 
(mostly) on the pancake they are; clearly 
the technology in the design of the game 
isn’t sophisticated enough to handle the 
more complex challenges of managing walk- 
ing up and down hills, over 3D terrain. This 
part of the design — something advancing 
rapidly in the competition — is relatively sta- 
tic and uninteresting. 

The concept of starting the player out as a 
suited organic being who has to sometimes 
capture enemy mechs to proceed with the 
subsequent tasks of the mission is an inter- 
esting one; unfortunately, the implementa- 
tion doesn’t quite do justice to the concept. 
Too often, successes here depend excessively 
on getting the player character into just the 
right position at the right time to jump in 
and start the mech moving. At this level, the 
game is more arcade-like in design. 

As a matter of fact, that’s the main prob- 
lem with G-Nome at a number of levels; too 
often in a mission there’s one little, reflex- 
oriented “trick” you have to solve to com- 
plete the mission. Get your mech in the right 
position to make the right jump to get to the 
right place; if you fail by two centimeters, 
play the whole mission over again to move 
your mech just one step to the right, to see if 


[1] Buildings can be entered and exited to 
solve certain tasks during missions [2] The 
robot animations are superb [3] The controls 
are simple and intuitive 


it will work this time. Too often, the mission 
parameters are just too narrowly defined to 
allow success, and the discovery of them 
requires excessive replay of a particular mis- 
sion to figure out what those parameters are. 
And too often, winning a mission is just too 
plain difficult, in a way which is illogical 
given the fiction of the situation you’re in. 
Sure, some reflexes should be involved in 
succeeding or failing in a mission, just as 
they are in any simulation; but if the game’s 
to call itself a simulation, thinking through 
the problem and finding a logical answer to 
it has to be a top priority, and it takes sec- 
ond place here to questions of positioning 
and timing. 

This game is therefore a more arcade-like 
battling robots simulation than usual, and 
will prove frustrating to those who’ve grown 
up on the more sophisticated engines driving 
previous games in this genre. Lacking signif- 
icant resource management, a more compre- 
hensive background story, an adequate 
opportunity for understanding mission 
requirements sufficiently prior to launch, G- 
Nome fails to provide the kind of sophistica- 
tion most players have come to expect from 
this kind of sim. As an arcade game, though, 
it can be fun. —Steve Wartofsky 


Flying Corps 


How to bust a tank 


t is a misty, pre gray dawn in November 

1917. Suddenly, clanking Allied tanks 

appear like phantoms out of the swirling 
fog at your air field. You run to your maneu- 
verable Fokker Triplane and take off with what 
is left of your squadron. The Allies have broken 
through with their terror weapons, tanks. Your 
mission is to slow them up for three days until 
reserves arrive. You are a WWI German 
squadron leader of Fokker Triplanes (you can 
also choose the older Albatros DIT). Now, what 
tactics do you use to win this atmospheric, 
moody campaign in Empire/Rowan’s superb 
new WWI flight simulator? 

Our spiffy airplane is the new super- 
maneuverable but very slow Fokker DR1. You 
can not run away from a fight or even dive 
very fast without the airframe breaking up. In 
a dive, the Triplane is almost uncontrollable. 
It goes into twisting, bucking movements. To 
roll quickly, you need to use lots of rudder to 
help with its slow roll rate. For very fast rolls, 
you can do a snap roll to the right (pull back 
very sharply on the stick and put in hard 
right rudder). The Triplane does not snap roll 
very well to the left, due to torque effects. 

For turning, it will usually out-turn the 
enemy Sopwith Camels and Nieuports you 
meet. Just make sure to make descending 
turns to maximize your turn rate. Some 
good enemy pilots will out-turn you other- 
wise. Especially in large dogfights, keep the 
nose down in turns; the enemy artificial 
intelligence is easily good enough to shoot 
you down if you don’t. If heavily outnum- 
bered, do sharp, descending turns until fifty 
or fewer feet above the ground, and stay 
there. Enemy artificial intelligence simply 
cannot shoot you down at this low altitude 
(boo...a cheat!). They crash and burn one by 
one, all on their own. If you have about 130 
MPH, you can do a loop on a turning enemy 
and often end up on his tail. You can also 
try a split S maneuver (half roll and pull the 
stick into your stomach) to out turn the 
enemy. If the enemy stays with you in a 
turn, try a snap roll and turn in the other 
direction. For evasive maneuvers, try a snap 
roll, split S or negative g break (use full rud- 
der and slam the nose forward). 

Usually before dog fights or when things 
are calm, try desperately to gain as much alti- 
tude as you can. The enemy artificial intelli- 
gence continually loves to get above you with 
vastly superior numbers. The best way to 
shoot once you get into position is to hold 
down the trigger and walk the tracers into 
the target (another cheat, since in WWI the 
guns would jam if you did this). 

The view systems are very tricky and a 
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BoteyY St Martin 


'\, Weather: Clear 2nd February 1918 
Wind: 20 mph, 090° O&40Hrs 


In this mission you must keep as close 
38 possible to the CO’s tajl. The closer 
the better. 
After take-off, he will be 
contour-chasing up to Cappy and back. 
_. He will probably throw in @ bit of tritk | 
m flying. It is your job to stay with him. 


[1] This is your airplane of choice to fly in the Cambrai campaign-the Fokker DR1 


{2] You can also choose the Albatros DIIl to fly in the Cambrai campaign 


[3] In this screen click on the shield symbol to change all the controllable aircraft to 


your “A staffel” with you 


[4] Keep your nose down while turning in multi bogie dogfights 


[5] Keep below 50 feet and the enemy will not touch you 


weak part of Flying Corps. If you have not 
done so already, make sure to download the 
view patch from the internet web site 
www.empire-us.com/update.htm. The patch 
will at least give you some fixed views (minus 
a rear view or a rear 45-degree up view). 
Unfortunately, the lack of these rear views 
will prove fatal many times during the cam- 
paign. The enemy artificial intelligence is sim- 


ply so good that you are going to get sur- 
prised no matter what you do, because of 
these missing views. As a possible fix, use the 
outside rear view. This can be set to toggle 
with a multi-toggle joystick. To do this, first 
press the backspace key. This will be the out 
side view. Second, press the keypad arrow 
keys to pan to a rear view. Now press the 
backspace key again to return to the inside 


COMPUTER GAMES 


forward view. Now, when- 
ever you press the back- 
space key you have a primi- 
tive rear view. Use these 
views like crazy, or you will 
be a flaming lawn dart 
before you can say the 
word sirloin. 

The padlock is some- 
times useful to determine 
whether a nearby plane is 
enemy or friendly. The 
Flying Corps padlock unfor- 
tunately loses its lock after 
a few seconds in the first 
production release. It also 
seems to lock on to the 
wrong side sometimes 
(Allied or German). 
However, with the fixed 
views, you at least stand a 
chance. You still will have 
to use the save game but- 
ton more than you like, as 
the missing rear views stab 
you in the back again and 
again. The panning virtual 
cockpit is much too slow 
to be useful. 

How do you win the 
campaign itself? First, you 
can lose the campaign by 
losing too many squadron 
members. Then a screen 
comes up which states 
that you are being sent 
to the Russian front 
(hmmm ...shades of 
Colonel Klink). A second 
way is by not doing 
enough damage to the 
Allied attack. Then a 
screen appears stating 
that Germany has suffered 
the biggest defeat of the 
war. Thirdly, you can be 
shot down behind enemy 
lines, crash land and “be killed trying to 
escape” (bummer). 

To have the best chance of winning the 
Cambrai campaign, you must start out the first 
mission correctly. This will determine whether 
you get six planes to command or just four. 
The key seems to be to protect your wingman. 
If he dies too quickly, you seem to end up 
with four automatically, no matter what you 
do. Let him (on your right) take off a little 
ahead of you. After takeoff, stay behind him. If 
you lose sight of him, keep turning until you 
see him again. After this, you can do no wrong 
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[6] Always keep climbing when not in combat 


[7] You don’t have a rear view, so use the jury rigged external view or this will happen 


as long as you survive. Drop your four bombs 
immediately. They slow you down against the 
four to one odds. Now stay low (50 feet or 
less). Turn to the right, because your nose will 
not want to rise, as it will to the left. If you go 
above fifty feet, you will die. Occasionally, get 
on an enemy’s tail, press, and hold down the 
trigger until he gloriously explodes or his wing 
flies off. You might want to look at an enemy 
tank. They are the moving dust balls. If you 
want, you can shoot a long burst at one. If you 
hit its tread correctly, you will disable it. Now 
you have finished your first mission, and have 


six planes to command. Get 
ready for a hard campaign. 
The first thing to know is 
that you must command. Your 
squadron mates are imbeciles, 
and will lose the campaign for 
you if left on their own. Move 
all of them into your “A” 
flight. Now, add only the aces 
to begin with and perhaps one 
new pilot to train. Change the 
commands from engage to 
alternately double up on the 
previous and double up on 
the most experienced com- 
mands. On the map, change 
waypoint one to as far South 
as possible. Change waypoint 
two to the farthest advanced 
enemy tank icon. This lets you 
climb and hope for a chance 
against three-to-one odds. 
When flying, press the tab 
button for time acceleration. 
This will put them into forma- 
tion with you. Now climb like 
a monkey immediately. Try to 
get to the cloud base, but no 
higher. Your squadron mates 
will soon drop their bombs 
and leave, no matter what you 
do. Stay above them and cir- 
cle. Hit the regroup button a 
lot (“r” key). Eventually, 
swarms of enemy three-plane 
flights will attack you. If you 
are lucky, your squadron 
mates will fight together, will 
not become decimated, and 
will help win the campaign. 
Ground attack missions are 
useless with these bozos 
along, however. They either all 
get exterminated or jettison 
their bombs way before the 
target. If you want to do a 
ground attack mission, put 
all of them into a separate flight to get rid of 
them. Give them waypoints on the corners of 
the map away from the action, or they will 
suffer grievous losses. Now go in alone at 
less than fifty feet and do the damage your- 
self. Bomb the Hermes airfield and the two 
supply dumps. Sometimes you can bring 
along one “ace” wingman. Using these 
techniques gives you the best chance of win- 
ning. Your “air umbrella” protects your 
artillery, which does most of the effective 
anti-tank damage. Enjoy it, because the 
atmosphere is terrific. —Richard Ordway 
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In the realm of PC basketball, there’s not 
much variety per se; the choices are usually 
somewhere between mediocre and NBA Live 
(and more than likely closer to the mediocre 
side of things). So right off when someone 
sets out to make a b-ball game that isn’t a 
clone of all the others, there’s something 
worth commending. Especially if they add 
Looney Tunes into the sport. And frankly, if 
it weren’t for the inclusion of Bugs, Daffy, 
Elmer and the gang (and that Jordan guy 
too...), Acclaim’s Space Jam would be a wipe 
out as a basketball game (well OK, as a 
game period). As far as arcade hoops go, this 
ain’t no NBA Jam. 

Not to say that it’s not entertaining at 
all, because it does have some fun value 
and is sure to appeal to the younger set. 
You play three on three against or as the 
vile Monstars team to try to win the cham- 
pionship and keep toon-dom happy every- 
where. Or something to that nature. The 
game throws in simplistic bonus rounds to 


pace Jam ~~ *** 
claim Dos, Windows 


gain power- 
ups (help 
Daffy find 
Michael’s 
shoes in 
the first 
scene, 
along with 
his pants 
and shirt. 
Ooo, 
sounds 
appealing). 
The control 
is simple 
enough, 
though the only six-button gamepad Space 
Jam will accept is the Gravis GrIP. 
Commendably, the game does offer six 
player network support which gives it a 
whole new appeal when you can whale on 
your buddies as Bugs, Taz, and/or Yosemite 
Sam (among others). 

Graphically the game is not exactly ster- 
ling, with its low res graphics and barely 
enough frames of animation to convey actual 
movement. The sound is decent, though 
commentary is much lamer than you’d think 
a Looney Tunes game would warrant. 
Overall, there’s an appeal here based strictly 
on the characters you can play, but it’s pretty 
minor considering the throw rug treatment 
such an otherwise great concept was given. 
—Jason D’Aprile 
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AYSO Soccer 


Hangtime ~~ *** 


Hilams Windows 95 


Do you worship at the holy altar of 
Williams? Do you spend all your lunch 
money at the local mall, instead of tending to 
your malnourished and emaciated (but grow- 
ing, in all sorts of weird, but entertaining, 
places) body? Are your wrists and fingers 
capable of incredible feats of synergy? Do 
you enjoy dribbling? Can you spell “ramala- 
madingdong,” much less actually do some- 
thing that would cause someone to describe 
a particular activity as having the properties 
thereof? Well, here’s your game. 
The game in NBA Hangtime is 
sorta like basketball, VBA Jam style, 
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Space Jam 


which basically 
means it’s not 
basketball. 
People run 
around dunk- 
ing like Kobe 
Bryant after a 
steroid and caf- 
feine speedball 
and shooting 
like Steve Kerr 
with a bionic 
eyeball, only better. It’s two-on-two action, 
just like NBA Jam, has no network play just 
like NBA Jam, and gets pretty boring after 
your thirtieth game. Just like NBA Jam. 

If the thought of dated arcade game con- 
versions turning into dated computer games 
makes you all warm and fuzzy, by all means 
give NBA Hangtime a try. It’s a perfect repli- 
cation of the, erm, “classic” arcade game, 
from the cartoon graphics to the ultra excit- 
ing “joypad name entry” to the simulated 
coin insertion. Too bad they didn’t render a 
quarter animation, or do the placement of it 
in 3D, Gouraud shade your hand, and give 
you full run of a real-time lighted dingy 
arcade. At that point, all you’d need is the 
upcoming “virtual stereo 3D odorometer” to 
better evoke a room full of people who reek 
of Clearasil. Then you’d really have a game. 
—Steve Bauman 
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NBA Hangtime 


AYSo Soccer 97: World Challenge is a pleas- 
ant little soccer game with a very specific tar- 
get audience: children between 5 and 18 who 
play in the American Youth Soccer 
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Organization (AYSO). You can select what 
appears to be any AYSO team in the country 
(and Mexico) and play with the actual roster 
from that team. Thus, if you have, e.g., an 11 
year old who played on an AYSO team in 
Saginaw, Michigan last year you should be 
able to find his or her team name and your 
child’s name on that roster. Also, you may 
use a built in “face editor” to make the pic- 
ture of that player resemble your kid. You 
may then play the other teams in your local 
league and attempt to win the local champi- 
onship. Win your city championship and you 
can take your team on tour, eventually 
attempting to win the world championship. 

Beyond this unique “hook” AYSO Soccer 97 
is a decent, if not state-of-the-art, soccer game. 
The graphics are dated but usable; the sound 
and commentary is simple and appropriate for 
a game targeted at younger children. The 
games themselves are too short: although the 
game clock indicates 45 minute halves, you in 
fact choose actual game duration times of two 
to 10 minutes. It would appear that GameTek 
thinks children’s attention spans require this; 
however, my 10 year old was very unhappy 
that the games were over so quickly. While 
you can choose leagues ranging from under 
six to under 19 years old, the players on the 
field are graphically identical in each league. 
They also appear to play with the same basic 
talent in each league, the only differentiation 
being that the play is much faster as one 
moves to the older leagues. 

This is not a game intended to compete 
with, e.g., FIFA 97. Anyone over about 14 
years old will find it too simple compared to 
today’s more complex sims. But if you have 
kids who play in an AYSO league, they will 
probably have a blast playing a game that 
features them and their friends. —Jeff Lackey 
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“Can I challenge Arnold Palmer 
and my buddy in Tibet 

to a skins game 

on Maui 

in heavy fog 

at 3AM?” 


Be ct? 

Can I take a 3-2 our of the 

Kapalua Plantation Clubhouse? much play? Best 
position a cam- 

mt in.front of the 
I still play ali 
ba? Can I play with 
Can I get 1600X1200 resolution? CaqRIIIREIAcueemmenEetiE 
Mit watch Arnie 


Can I take a 
Virtual Reality tour of Arnie’s workshop? 


Can I choose from more than 15 add-on courses? 


Can I call toll-free for sup- 
port? 


If I lived on the course 
could I find my house? 
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The NEW Links 5-Course Libraries Vol. 1, 2 & 3: 
, Links Pro CD, Microsoft® Golf, & Links Pro CD Macintosh® 


Playable with Links LS 
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Links LS Trial-Size version CD, call 1.800.800.4880 


CPO 


Call 1.800.800.4880 for a FREE Pandora Directive Demo CD a 


ast month, we looked at the popular 
Rendition cards; this month, we'll discuss 
the advantages of the 3Dfx-based cards. 


Righteous 3D, Monster 3D 

Note that with these two cards, both based 
on the 3Dfx Voodoo Graphics accelerator 
chip, you need a separate video card for tra- 
ditional 2D performance. Both cards are PCI- 
based, i.e. you insert them into a slot next to 
your current graphics card. You then use a 
pass-thru cable to connect your 2D card's 
output to the 3Dfx card's input, and the out- 
put from the 3Dfx card to your monitor. 
Simple as pie. 

The 3Dfx-based cards are an either-or 
proposition (true as well for the 3D accelera- 
tion capabilities of the Rendition cards; in 
the latter case you're just operating with one 
video card): the Orchid Righteous 3D 
uses an electro-mechanical relay 
to switch between itself and 
the 2D card (you can hear a 
distinct click when it turns 
on), the Diamond Monster 
3D an electronic equivalent. 

If you have a software 

design that uses both 2D 

and 3D components (say, a 3D 
game within a Windows 95 2D 
GUI environment), you may find 
your system actively switching 
between the two cards as you 
move from one mode (2D) to the other (3D). 
Except for the Orchid card’s clicking, this is 
an unobtrusive process. 

Again, the hardware for these two cards is 
virtually identical. The difference from the 
Rendition card is that the Windows 95 dri- 
vers for both offer lots more in the way of 
traditional, high-end graphics workstation 
control over such things as color balance, 
gamma correction and resolution/frequency 
combinations. The controls for both cards 
are superb in these areas, giving you maxi- 
mum flexibility in a variety of modes. 

One limitation —- and it’s an unimportant 
one for any game trying to do 3D in 4MB of 
video memory - is that both 3Dfx-based 
cards will run primarily in 640x480 mode 
when doing 3D acceleration. 

The chip can 


To 3Dfx or not to 3Dfx 


go higher, of 
course, but the 
ability to do « 
800x600 and «© 
above is “=v 
dependent on oy 
more video RAM. | 
You'd need 8MB 
(or more), ideally, to 
do higher-resolution 
3D acceleration with 
current texture-map- 
ping technology 
(remember, this is apart 
from your PC's 16-32MB of 
system RAM). Frame rates 
are great (be sure to select a 
high refresh rate with the 
included utilities, since this 
impacts your frames 
per second). 

This brings us to another 
important point about these 
two cards: their performance 
scales with the performance 

of your CPU. This means that 

if you want to shoot for a 

200MHz Pentium or Pentium 
Pro, these cards will take 
advantage of the extra speed 
your CPU offers. Since the CPU is 

the component doing the triangle 

setup in this case (i.e. your CPU is your basic 
geometry engine), core geometry perfor- 
mance is theoretically not limited to what 
the graphics accelerator is capable of han- 
dling (a difference from the Rendition chip). 
What this also means is that you're going to 
see less of a dramatic improvement with 
these cards with slower Pentiums than you 
might with the Rendition-based cards. 
Choose the 3Dfx-based cards if you're run- 
ning at the high end of current technology. 


Stealth 3D 3000 
Finally, there’s Diamond's S3 Virge VX-based 
graphics card. With 4MB of VRAM (60ns) 
onboard, and the distinct ability to support 
up to 65,535 colors at 1600x1200 resolutions 
and 75Hz refresh, fast DOS VGA and SVGA 
performance, fast 2D 
Windows 95 perfor- 
mance and full 3D 
hardware acceler- 
ation support, 
this is a solid, 
all-around 
performer 
(the 
Rendition 
cards max 
out at 256 
colors in 1280x1024 
mode; the 3Dfx cards depend on 


your 
current 2D 
graphics cards for 
everything other than the 
640x480 mode they accelerate 
games in).With Diamond's top-notch 
driver control support in Windows 95, and 
full in-hardware VESA 2.0 and VGA modes in 
DOS, there's no specific graphics environ- 
ment this card can’t address. While the card 
doesn't distinctly outperform every other 
card on the market in any DOS, 2D or 3D 
areas, it remains one of the few cards avail- 
able to provide good, high-end support for 
all current graphics modes and environ- 
ments most people using a PC will 
encounter. The main recommendation for 
this card over the Stealth 3D 2000 series is 
that it’s VRAM, which means it’s faster. If you 
operate in a wide-ranging gaming environ- 
ment, and don't want to have to worry about 
being locked out of either older or newer 
titles, or about any complications in configu- 
ration or installation, this is probably the sim- 
plest choice to make. 


The Future 

And what will it bring? The next really 
major step in graphics performance 
enhancement will be AGP, the graphics- 
specific bus/port which should do for 
graphics acceleration what PCI did for the 
world of ISA-based computers. The picture 
here is still a bit hazy, since some issues like 
bus arbitration, contention and latency, 
backwards compatibility and perhaps even 
the nature of memory management by the 
operating system still need to be worked 
out; but theoretically, at least, AGP could 
bring graphics acceleration onto the moth- 
erboard via a single chip, and provide a 
dramatic increase in bandwidth, as well as 
— most importantly - more dynamic man- 
agement of all of your PC’s system memory 
for flexible storage of a wider range of tex- 
ture-mapping options than the 4MB stan- 
dard offers right now. Don’t hold your 
breath, though; none of this is likely to 
start happening until ’98 at the earliest, 
and you'll probably have to replace your 
motherboard to take advantage of it. And 
so it goes. —Steve Wartofsky 


COMPUTER GAMES 


CH shakes up the gaming world 


s the first joystick to offer force-feed- 
A back technology, CH Products’ Force 

FX features six force-feedback effects 
which include Jolt (bump), Vector Force (soft- 
ware adjustable resistance), X&Y Vibration 
(axis specific rumble), Spring (progressive 
resistance), Button Reflex (press button - feel 
effect) and Buffeting (combo bump and 
move) with specific control over magnitude, 
duration, direction and repetitiveness. 

The Force FX’s two 4-way switches, 5 fire 
buttons, trigger and trim controls are back- 
wardly compatible with CH’s F-16 Combat 
Stick (which means it'll work as a standard 4 
button joystick with any game that doesn't 
directly support either). 

But the magic begins with any program 
that directly supports the I-Force protocol 
developed by Immersion Corporation or 
generic force-feedback device. For any DOS 
and Windows 95 that doesn’t directly sup- 
port either technology, there’s an included 
utility that allows you to program button 
reflex force-feedback effects to any of the 
five buttons. While that may sound pretty 


neat, in reality it’s only of limit- 
ed use because you basically 
pull a button and the stick 
shakes or what ever. Yawn. 

For flying (space ships or 
whatever), gunnery or tank 
commanding, the Force FX 
fulfills the promises. The 
effects are very believable 
with prop sims and can 
assist with flying as well 
- you're able to feel the 
stall buffet just as the 
stall horn blows. However, 
when driving The Need For 
Speed, the effects are cool, but some 
of the effects such as a bump felt when 
you shift gears feels more like they belong 
in a chair rather than a stick. Our biggest 
problem is once you get used to racing 
with a wheel/yoke and pedals, driving with 
a joystick just doesn’t cut it force-feedback 
or not. With the first person shooters, 
shooting feels good, but who uses a joy- 
stick to play Doom or Duke Nukem 3D? 


Thrustmaster at the movies 


business is silly; what’s the movie Top 

Gun got to do with a computer game 
controller, other than both can have an air- 
combat tie-in? If this joystick were modeled 
after the one in an F-14 or F-18,1 could 
understand, but in looks and layout it’s 
pretty much the same as Thrustmaster’s 
FCS line (which was modeled after the stick 
in the F-4). All this, though, has little to do 
with how this is as a controller for our 
favorite games (although one has to won- 
der if a silly license doesn’t bump 
up the cost a tad). 

With the main trigger, 
three supplemental but- 
tons, and a viewpoint “hat,” 
the Top Gun has a layout 
identical to the ancient FCS 
we have here in the office. | 
have fairly small hands, and all 
the controls are within reach of 
the fingers they're designed for; 
surprisingly, though, the 
stick feels a bit cramped: 
with my pinky finger 
on the lowest but- 
ton, the next two fin- 
gers are crowded 
between it and the 
bit of plastic that 
forms the lower 
guard of the main 
trigger. The stick feels quite 


: ‘Il say right off: | think this licensing 
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solid, though, and seems decently con- 
structed, although the movement is much 
stiffer than what I’m used to in my CH 
Products Combat Stick; not necessarily a 
bad thing, just different. 

Installation was a breeze; plug in, 
choose the FCS option in Windows 95's 
joystick set up, and away | went. | really 
can't recommend the stick for wild ‘n’ 
woolly action-heavy games like Monster 
Truck Madness; the stiffness of the move- 
ment just gets in the way of gameplay. For 
sims—especially of high performance jets 
and “futuristic craft’”—-the stiffness lends 
itself to a finer level of control; no more 
yawing and pitching wildly about the sky, 

out of control. This holds true for both a 
realistic sim like A-70 Cuba (a game with 
a very sensitive airplane) and a sci-fi 
sim like Archimedean Dynasty. 

If you're into sim-like games but 
aren't truly hard-core, and want a 
solid if somewhat conservative stick, 

then the Top Gun should 

do just fine; 
advanced sim-pilots 
will probably want to 
go with one of the 
higher-end sticks, 
while everyone else 
should probably look for 
a more well-rounded 
instrument, like Microsoft's 
Sidewinder Pro. -Scott Udell 


These philosophical differences seem 
to be the main drawback. The stick itself 
is solid (although it has a dull, gritty 
action), but how well it works (under- 
standably) varies with soft- 

ware implementations. 
In addition to the 
usual game port, a serial 
port, and a separate 
(included) power supply 
is required. With a foot 
print of nearly 10” square 
and weighing in at nearly 4 
pounds, this is not for small 
desktops or “girlie-men’ - it will 
give your forearm a workout. 
While more than just a novelty, it 
isn't exactly “must buy or die” either. (How 
much of this gaming stuff really is?) 
However, if you fly, command, or drive a sim 
that realistically uses a stick for control (or 
accept the philosophical differences), and 
has direct force-feedback support (the num- 
bers are growing), the Force FX is worthy of 
your consideration. —Ben Chiu 


After deciding to go the MMX route dur- 
ing my annual (seems that way, anyway) 
PC upgrade, | immediately started looking 
for demos of what MMX can provide. 
Initial findings were not all that encourag- 
ing; some games claimed to have support 
but didn't, while others had support but 
offered identical gameplay. The best test | 
found was the Tiger Shark demo. It offers 
three modes of play:‘normal,’ 3Dfx 
enhanced, and MMX enhanced. Perfect 
for a comparative examination. It turns 
out DirectX 3.0 doesn’t properly support 
MMxX — you need DirectX 3a. Once that 
was straightened out, | found MMX Tiger 
Shark looked nearly as good as 3Dfx Tiger 
Shark, and had a slightly lower frame rate. 
Could it be a $250-$300 3D accelerator 
can outperform the best Intel’s R&D 
department can churn out? In the end, 
MMxX enhanced Pentium prices are drop- 
ping rapidly, and the difference between 
MMxX and non-MMx is marginal. So if 
you're looking to upgrade anyway, you 
may as well go with MMX. But as the situ- 
ation currently stands, MMX by itself 
doesn’t warrant a new purchase. Wait for 
the support to arrive and the kinks to be 
ironed out. —Peter Smith 


Always install clean 
Howdy, |! have a gripe.| recently read in your 
magazine that M.A.X rated top dog rating of 
5 stars. Before | read this | had just toyed 
with the idea of buying it. Your review sold 
me. | went back to the store and bought it. 
With mouth watering all over my keyboard 
and sat down to install. Put CD in and hit 
install. Good installation. Set sound, sound 
test good. Okay I'm ready to play M.A.X! Only 
when | hit play, | was told to put CD in and 
try again; the CD was still in the player. Help! 
Steven R. Nalley 
Via Internet 


If you already have the M.A.X. demo installed 
on your computer, installing the full retail ver- 
sion of the game may result in the above prob- 
lem. Wiping out the demo install and then 
installing the game fresh from the CD should 
solve the problem. - ed. 


Finish it! 

Referring to your comments about how we 
(your readers) want to see reviews done by 
Computer Games Strategy Plus: 

| personally definitely want reviewers to 
finish games before they review them. Too 
many games start off well, but don’t main- 
tain the same quality throughout, or have 
really lousy endings that spoil the entire 
game. An example of the first would be Duke 
Nukem - the levels in the second and third- 
parts are not nearly as well done as those in 
the first [which was noted in our review]. On 
the other hand, games like Mission Critical 
get much better as they move along, as does 
Phantasmagoria II (starts off very slowly, but 
picks up pace later). Games that have lousy 
endings include Jagged Alliance and some 
adventure game whose title | can’t remem- 
ber right now (the one where every second 
word was a swear word). 

| personally would like to see longer and 
more in-depth reviews and fewer previews. 
At the moment, publishers are releasing too 
many unfinished/incomplete/buggy games, 
partly due to pressure from consumers who 
want the game NOW! Part of that consumer 
demand is caused by all the previews in the 
gaming press. Rather keep to small “bytes” of 
info of games in development, with maybe a 
cover story of the most exciting ones. Then 
you'll have more space to give more details 
of the games that have been released. 

Oh, and | almost forgot! When rating 
games, please use a panel of judges. That 
way any particular reviewer's biases are pret- 
ty much neutralised. 

Dave Maitland, BSc 
Via Internet 


Voices from the id 

Just bought Privateer 2, cool game but it will 
be my last DOS game | ever buy. Shoot, it 
makes you reboot into DOS mode! What a 
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stupid company. With the high-end system 
requirements for game play | would like to 
know whatever crossed Origin’s mind when 
they decided to make it in DOS. What sys- 
tem today or yesterday that meets their 
requirements didn’t come with Windows 95! 
Morons. | hope you put this in your mag. 
Wake up and smell the rose Origin, Lukas Arts 
[sic] did! They are now shipping multi player 
Star Wars Games.| mean, what would be cool- 
er than be able to call up a friend and have 
him as your wing man during the game! 
Nothing! He could sit back and suggest what 
route you would take in the the Wing 
Commander games or be his own Privateer or 
a wing man in Privateer.| do not know more 
than one person who is not using Windows 
95.So Why stick to DOS. To Tell the truth we, 
the gamers, don't have a choice with buying 
Windows 95,'cause the coolest games do 
come for Windows 95. Lets face it — multi 
player and Windows 95 rule the Game World. 
Nathan A. Greer 
via Internet 


Crash & Burn 


| thought the game play in Destruction Derby 
2 was very good. The challenging part is what 
makes it fun.| do think it is kind of hard to 
control, which isn’t a big problem for me any 
more (brakes do a world of good). But there is 
one thing that really makes me mad.When 
you are doing real good in first place and 
someone taps you in the side of the car and 
then you do about 200 360s. By the time you 
get on the road you're in 20" place. But | think 
the main two reasons that | like this game 
game is: 1.| can’t drive (I’m only 12 years old) 
2.1 like to damage and smash things up. 

In the destruction derbies, if you don't 
want everybody to go after you just put it 
on practice. 

Daniel Gurman 
Via Internet 


Crash & Burn Il 


| would just like to thank you for your review 
of Destruction Derby 2.1 was begining to 
think that nobody likes to write an honest 
review anymore. I'm at heart a great 
Psygnosis fan, they have made some quality 
games. | love all types of driving games, from 
the simple arcade feel to the highend simu- 
lations. | was just plain horrified when | 
installed Destruction Derby 2.| played it 
through the Windows 95 platform with a 
Pentium 133MHz, 32MB EDO RAM, and a 
4MB 3D PCI Blaster. ! really thought some- 
thing was wrong with my system. | absolute- 
ly could not control the car with the key- 
board, joystick, gamepad or steering wheel. 
When | could keep it straight long enough 
to hit another car,| would spin out and they 
would keep going.! own the original 
Destruction Derby, and was very pleased with 
the game. It had good graphics, was fun to 
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play, and it had serial link two player head- 
to-head action (awesome). My only real 
gripe about the game was it did not have 
support for me to configure my steering 
wheel and pedals. | was so excited to see 
Destruction Derby 2,and what did | get? The 
graphics, tracks, and cars looked great, but 
the gameplay was hideous, it has a poor 
frame rate, no serial link, and still no support 
for me to configure my wheel and pedals. 
This is a driving game isn’ t it? Shame on you 
Psygnosis for letting this sequel out the 
door! Thank you Computer Games Strategy 
Plus and Steve Bauman for telling the truth 
about Destruction Derby 2. 

Tyson Hinsdill 

Middleton, WI 


The perfect game 

In the March issue, Steve Wartofsky raises the 
matter of the perfect game. You can find it at 
www.smalltime.com/nowhere/findthespam/. 
This game has even improved since the last 
time | checked it out [wow, it rocks]. 

One other thing about the perfect game. 
| once said that | don't think I'd like to play 
320x200 games after | played Warcraft II, 
but since then | played Wizardry VII (guess 
where | got that?), and Star Control II (which 
came with Star Control 3). They are both 
very enjoyable, and the low-resolution is 
hardly distracting. Plus they run nicely on 
the OS/2 desktop, which is quite helpful 
(though the Star Contro/ 2 music uses an 
awful lot of CPU time, and reduces multi- 
tasking to a crawl). 

Eyal Teler 
Via Internet 


The angry angler 
You suck. Your short but sh*tty thoughts on 
the Art of Fly Fishing suck [reviewed in CGS+ 
75, February].\n fact | bet you don’t even 
have the first clue when it comes to any fish- 
ing, period. Get a life bubble ass. Maybe you 
[sic] get off your damn computer bubble ass 
and actually try doing something with your 
piece of sh*t life. 

Eric Schowengerdt 

Via Internet 


Uh, perhaps something constructive, like send- 
ing an e-mail like this? Isn't that ironic, 
dontchathink? -ed. 


i ‘we like mail 
Write: Computer Games 
2 Millet Street 
Richmond VT 05477 
e-mail: itor@cdmag.com 
onli wwiedmag.com 


Letters may be edited far space considerations 7 
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First-Person Perspective Action like yowe never seen before. 


Full 3D-Polygon Characters with body parts that separate as you 
lay into them. The enemy keeps coming at you though, if it is able. 


Lightning-Quick 3D gameplay, even on slower systems. 


Incredible Transparency Effects, as heads roll on the floor they kick 
up dust. Invisibility Power-Ups really look the part. 


Multiplayer via LAN, Internet, or modem. 


1.800.634.2633 
se joMer ss. | -1.510:623,1100 a3 
© 1996 Megamedia Corp., Action Forms Ltd: All right$ reserved. NEGamedia isa registered trademark of Megamedia Corp. 
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